











Sega reveals its top 
secret plans in our 

EXCLUSIVE ^ 






PLUS: 30 
Screens of 
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From the creator of HETAL GEAR 
comes our GAME OF THE HONTH! 




1 

o 

a 

1 N □ E 1 

> E N □ E N 1 

r 


















































































































































iMmwmM 

m^mMm 












S2 -e*':*:;v 4 ;#s; 

r@3P>“»s;3feSi 




§^mmi 


lB?/*lr;>,. 






jS-ftVrikjiiSliiif; 

'P'r'-^i;:^««*T; 

.•-rt' 4 -?.-.<^£i 


S'J- ». . 'i”. ,1 •<J>I^ ;;.j-’J'i.P4..<-^;^.:5 


tt; 4 Ss- 3S^; 

i -I I, ■ fd ^'X 

--’ '"iH',u''^'‘'aVi 


■■ 4 ;JIf.ni' 














Sti'SS 


5 ,t>Vv' 
< *■>>■; 








tl 






mWM 
















■m 




































































































































































































































































































































Kii V "^.ic V 




[^Vki^ |i 












S^aSiiiyi' 




•fVfcS*. 


7.v.wA'^i^S~55:. 





































































































































































EVERYONE 

COAITENf MrED IT 


ZM-1 


Comic Mischief 
Mild Language 








15 TRACKS. 108 CARS. AND TOP SPEEDS 
IN EXCESS OF 190 MPH. THAT WASN'T 
YOUR LIFE THAT FLASHED BEFORE 
YOUR EYES, iT WAS A MADMAN IN A 
ET SLED STEALING FIRST PLACE. 
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0 Over-active adrenal gland? Weak or non-existent braking instinct? Problems 
controlling acceleration? You may be a Speed Freak, if so, Rumble Racing is the game 
for you. Tear through fantasy worlds sniffing out short cuts and power-ups at the speed 


Because in this turbo-charged 
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TOO MUCH 
M^AL CeAR 
SOUQ Z... 
COT TO k:aap 

eyes,., opeu.. 




tditor^ih^Chiet 


tiOEBIES: Comics, hoops/jrPop, moviOs> OVDs 

WhoiS'Tofc<^?; 'v;':-;" 

* hired the ^y, so of mine I K^w who he is; Unless.^; 
some^ 


a m^w Sega franchis^^^ 

Jon the PSM cover? The only thing getthef^etingtha^^s|theti^^^ 
stranger would be Mario bonkm^ The other big news this month is the Netal 

g i dehib ^ 

Last month we broke the news Sega sonatly iogged over 20 hours playing it. Don't 

vyould be maldhg gamesior systems other than miss our 1004 screens on page 48! 

Wrf both imc^-^atuias ih^ 

and this moidh we follow up that initial report had to bump letters this month. Soriy aboMt 

with an in-depth Sega interview that's sure to that — it won't happen again! ► CHRIS SLATE 
















STEPHEM FROST 

SENIOR EDITOR 


REVIEWS EDITOR 

r.i All types of games 
rffjiTITfnS; Pro Wrestling 

\'^^rTa fc TnlTtyBi 

Remember that guy from 
Greatest American Hero? 
Yeah, that's him alright. 


STRATEGY 


rrrrF-S: vf4 on PS2 
rffj FFiP-F; Street Racin' 

f.'? 'yrA'Oira'i 

A certain editor from a 
rival magazine who's 
defected to our side. 


rrrfiF; Fighting and RPGs 
FGFRTFF; The Stepper, UT 

V^Un fo Tnfrfj7c? 

I'm a cut above... I'm a 
close shave... I can do a 
fade... and, I am a buzz. 


Ever wonder what a crack team of 
videogame journalists look like? 
...Aw, c'mon folks. Just work with 
us a little here... 


BILL DONOHUE 

HANAGING EDITOR 

fiFuF; Air Combat sims 
rfCRFiRS: Loud llusic! 

\F''fTo fc Vnl''nyr=? 

Beats me. I thought that 
guy in the mask was just 
a hallucination after a 
really tough weekend... 


GARY LIEW 

ASSOCIATE ART 
DIRECTOR 


FPS, Action games 
F3: Humpty Dance 


miAs: Color 

[fOR!T[r:F: Crayon mashing 

Tnlrnyr.l 

It is hard to know why 
the Tokoya exists. He may 
be blue, red or just gray... 


He's the grown up version 
of the friend of that kid 
on the Wonder Years. No, 
that's Harilyn Hanson... 


A Heron quickly whipped up a bunch of 
sketches for us, to give us an idea of the 
different routes we could go with the layout. 
This early one focused more on the sexy 
Sara Bryant, but was a bit too wide. 


A Next, Akira got his turn in the center, but 
again, the image was too wide. It's tricky 
fitting an image onto our cover without 
pushing into the text on the left, especially 
when dealing with three characters. 


A How could we fit three large characters on 
the cover and still leave enough room for 
text? We had no idea, but lucky for us. Heron 
was able to figure it out with his super comic 
book smarts. Only a couple changes left... 


A Look at the previous sketch and you'll see 
that Akira's hair wasn't right (the guy looks 
enough like Ryu as it is). Once that minor 
detail was fixed, the inking and coloring was 
added, and the results are amazing. 
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V' Gauntlet Dark Legacy, tke on 
or up to 4 people. Witk 8 playa hi 
11 slash togetner through 8 aeadl 

forces to u£ 


me epic journey explodes with the all 
PlayStation«2 game witk cooperative pi 
characters, including 4 new alter egos, ; 
game wor Id s wi th over 601 eve Is. w leL 
advanced comoat moves against the 
bl oodthirsty forces of evi 1 . p repare 
th y soul, brave one, for you are about 


join 
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Ever wonder what it 
would be like to star in 


You want top-notch new games? Check this 
list out: Twisted ffeta/: Btack, Project Eden, 
Ace Combat 4, Ktonoa 2, Baldur's Gate, NBA 
Street, Quake HI Revolution, Extermination, 
Red Faction, Gran Turimo 3 and tons more! 


16 ► TOP STORY 

Hamco is packin' some serious P$2 heat 
with its new software lineup. If you're a 
fan of director John Woo's films (y'know, 
that crazy "two-guns, diving around and 
shooting" stuff), then you have GOT to 
check out Head to Rights! 


anime? Now you can live 
the adventure with our 
Game of the Month! 


STRATEGY ► 85 


Tokoya has been hard at work, cracking 
open the iatest games and feasting on the 
secret tips and strategies inside. He's got 
the expert advice you need for Star Wars: 
Starfighter, Winback, JOiockout Kings, 
Shadow of Destiny and Netal Slug X. That's 
a lot of work, so do poor ol’ Tokoya right 
and be sure to stop by his section, okay? 


18 ► RUMORS 
20 ► CHECKPOINT 


netal Gear Solid 
2: Sons Of Liberty 

SPECIAL FEATURE: 

The day has come at last 
— we've got MGS2 in 
our grubby iittie hands! 
Experience the demo for 
yourself on page 48! 


24 ► CAME OF THE MONTH 

Hideo Kojima, creator of Metal Gear Solid 
and the upcoming NGS2, took a little time 
out to produce Zone of the Enders* Yeah, 
we thought that would get your attention! 
This game absolutely rocks in a way that 
no other mech game has before, so do 
yourself a favor and go check out our new 
Game of the Month! 


If they placed bets in Vegas on what would 
be In the next issue of PSM, then you could 
make a killing with the info you'll find on 
our Reset page. As it is, you can just read 
about next month's cool stuff and get ail 
excited and stuff. 


► WWF 

Smackdown! 3 


THQ has officially 
announced the first 
WWF game for PS2, and 
we've got all the details! 
Turn to page 18 to read 
all about the game-ah! 


>■ Gran Turismo 3 

Enough already! This is, 
like, our tenth preview — 
we want this game 
NOW! Ah well, while 
we're forced to wait, we 
might as well show you 
the latest screens. 
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► 4X4 EvoluHon 

28 

P* Mega Man X5 

94 

P Rune: Viking Warlord 

86 

P' Ace Combal 4 

88 

P* Metel 5lug X 

30 

► Sinkers I945 

30 

P- Arc The Lad ColtecHon 74 

P- Mote Racer Tour 

95 

P- Spryo: YOTD 

94 

P- AM: Final Fronl 

35 

P* Molar Mayhem 

72 

► SW: Slarnghter 

94 

P^AM: Green Rogue 

74 

► NBA Hoopz 

28 

P- Tesf Drive Le Mans 

80 

P- Baldur’s GaleAlliance 

70 

P* NBAShooloul 

33 

P Theme Rollercoaster 

a 

95 

P- Dance Dance Rev. 

28 

► NBA Sfreel 

7I 

P Tiger Woods 

35 

P- ESPN Skateboarding 

78 

► Dni 

94 

P Triple Play 33,95 

^ Exterminalion 

75 

P- Dnlmusha: Warlords 

94 

P Twisted Mefal Black 

58 

P- FI Racing 

30 

P- Fteini Blank 

35 

P Unison 

27 

P- Caunllel: Dark Legacy 

88 

P' Projecf Eden 

80 

P Vanishing Poinf 

32 ; 

P- Grand Thefi Aula 3 

82 

P' Quake III Revolulion 

73 

P Warriors of M & M 

26 

I 

P- Gran Tbrisma 3 

8I 

P- Raycrisis 

95 

P WCW Assaulf 

95 

P^ Cundam Assaull 

95 

P> Razor Ecooter 

95 

P Wild Wild Racing 

94 I 

1 

P- High Heal Baseball 

33 

P^ Ready 2 Rumble 2 

94 

P Winback: Ops 

95 

P> Klonoa 2 

83 

P- Red Facfion 

78 

+ 

P Zone Of The Enders 

24 

► Mai Hoffman’s BMX 

80 

P- Rumble Racing 

85 
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Your decisions during combat affect 
the outcome of the story. 


Control system is intuitive and 
easy to use in a 30 environment 




Immersive story follows characters as 


actions, helping you minimize civilian casualtWs 


ZONE OF THE ENDERS"". METAL GEAR©. METAL GEAR SOLID 


and SONS OF LIBERTY^'’ are either registered tradesnarks or trademarks ot KONAMi CORPORATION 
1937 2001 KONAMI CORPORATION. All Rights Reserved. “PlayStation" and the ‘'PS” Family logo.are 

'jgitalSoftv/are Association. 


registered trademarks of Sony Computer Entertainment inc. The ratings icon is a trademark of the Interact) 
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Animated Blood 
Animated Violence 










Missions change when re-pfoyBd 


Fast-paced bottle sequences with multiple 
enemies in full 30 environments. 
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Your inside look at thb month's 

hot topics, gear, and games 








Serious 


ets Tekken 4, Soul Calibur 2, a new Ridge 
and the new stunner Dead to Rights 


- ^ ^ there weren't reason enough 

already to plunk down $300 for a PS2, 
-1 new information out of Namco's 

Japanese headquarters should seal the deal for 
prospective buys and put a big grin on current owners. 
In a document provided by Namco's financial division, 
shareholders have been told to expect no fewer 
than 12 offerings for P52 in Japan by March 
2002, some of which will also appear on the 
PS2-based System 246 arcade system. 

The 12 games revealed to 
shareholders include Tekken 4 
(arcade and home), Soul 
Calibur 2 (arcade and home), 

>4ce Combat 4, Vampire Night 
(arcade and home), and a new 
Ridge Racer title. Also 
evidently on tap are a new Mr. 

Driller and Moto GP sequel, 
plus PS2 tennis, baseball, and 
soccer titles. RPG fans will be 
happy to hear that Tales of X, the latest in 
Namco's popular Tales series, which includes Tales of 
Destiny, is also planned, as is a "massive” RPG from 
subsidiary company Monolith Software. There's a 




■ ■ ■ ■■ ■ 


good chance that more than 
one of the bigger games on 
this list will see the light of day 
at this year's E3 show. 

Namco has recently 


T Jake wiil have« 
he'll have to grah 


ccess to all softs of fireamis - 
them fnxn defeated enemies. 










unveiled 










its first U.S. 
developed title for 
PS2 entitled 
Dead to Rights. 

Modeled after the 
action-packed "gun ballet” style of 
director John Woo’s movies, the game was 
still rather early in development when we 
saw it in February, but is looking 
promising nonetheless. A 
third-person action title, 
Dead to Rights stars an 




agent named Jack Slate, who’s 
up against a terrorist organiza¬ 
tion. A cliche story, but the 
gameptay looks to be anything 
but. Slate must grab guns from 
enemies — there are no 
power-ups or ammo just laying 
around — and benefits from a 




fully analog control setup that 
makes precision diving 
(complete with two guns blazing) and no-look 
shooting easy as pie. There's no set date to expect 
Dead to Rights yet (the developer has been given a 
“it's done when it's done" directive), but a 2002 
release seems likely. 

Expect more on Namco's massive PS2 lineup just 
as soon as it's announced. 


'fe 


f? 








A Jin Kazmna and the 
f 

to return to PS2 by 
time next year! 


VAnPIRENIGHT 


Although it hasn’t hit arcades on any shore yet. Vampire 
Night (which runs on the PS2-based System 246 
arcade hardware) represents Namco's first next-genera¬ 
tion arcade collaboration with Sega. In fact, the light gun 
shooter was developed by the same team responsible 


for Sega's House of the Dead senes, and there are plenty 
of similarities. Namco hasn't said anything yet about a 
home release for the States, but given its appearance on 
an upcoming titles list in Japan and PS2's need for some 
light gun games, we'd bet it's not too far off. 


A vampire 


has players hunting vampires, 
use o/the Deud games is in full effi 
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▲ We're not sure if Olga will end up being 
Snake's friend or enemy in the game, but her 
action figure is already looking good. 








Metal Gear SolU 2 
Figures Unveiled 

Snake, Olga, and three new mysteri¬ 
ous characters get the collectible 
figure treatment from McFarlane Toys 


A Snake’s figure looks a lot like his in-game 
persona, but his face is a little wide. Hopefully 
ftcFarlane Toys still has time to tweak it. 


s first mentioned in last 
issue's Notes column, 

McFarlane Toys is hard at work on toys 
based on Metal Gear Solid 2. Well, at this 
year’s Toy Fair in New York, the toy maker 
took the wraps off the collectible figure line, 
and the work it's put in so far is looking 
mighty impressive indeed. 

Six figures are planned in all, with 
Snake, Olga, and Ocelot revealed so far. 
We'd have to say that Snake’s likeness has 
been captured better in plastic this time 
around than with McFarlane's original 
MGS figures (where his face looked like 
Earnest Borgnine's) but there’s still room 
for improvement. Olga and Ocelet are 
looking spot-on — you can even see pores 
and beard stubble on Ocelot’s face! 

Three "secret operative” silhouettes 
were also provided, but, keeping with the 
secrecy surrounding their in-game 
counterparts, details on which 
characters they are aren't being 
released just yet. We did some checking, 
and the sword-carrying shadow has the 
exact same shape as the Ninja from 
MGS; the trenchcoat wearing form could 


be Liquid Snake and the one with two 
scorpion like "tails” may very well be his 
"brother”. Solidus. 

All six figures will hit stores in October 
for a yet undetermined retail price, and 
each will come with one piece of Metal 
Gear Ray. Collect them all and you'll be able 
to assemble a reduced scale figure of the 


MONITOR 
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017 


SELECT 



NOTES 


PERFECT STRANGERS 

Sega, Namco, and Sony .have 

announced a multi-stage plan that 
includes broadband networks and 
game content in Japan. All three 
companies will be working together 
to provide network games and other 
information to arcades, Internet 
cafes, and other entertainment 
locations throughout the country 
starting as early as this summer More 
details on this interesting develop¬ 
ment as they break. 

* 

NOT SOLD IN STORES 

A big part of the alliance between 

Sega, Namco, and Sony will be a new 
hybrid PS 2 mode! with beefed up 
specs that wili essentially make it a 
stand alone PC for network applica¬ 
tions. Available only to entertainment 
locations (i.e. it won’t be sold for 
home use), the machine will boast 
128MB of system memory, 16MB of 
video RAM, a 80 gigabyte hard disk, 
plus a monitor, keyboard, and mouse. 
This news has fueled rumors that the 
PS2 expansion unit, slated to include 
a hard disk and network adapter, will 
also expand the system in other ways. 

2.1 niLLION STRONG 

Sony has reached another milestone 

with PS2. As of this writing, more 
than 2 million systems had been 
shipped in North America, with Sony 
promising to ship a total of 20 million 
units world-wide by March 2002. 
With ^ so many systems on shelves 
(and, more importantly, in people's 
living rooms), it will become even 
more of a struggle for newer 
competing systems from Nintendo 
and Microsoft to get a foothold in the 
market 





A These three ’’secret operatives” are sure to play a 


IN RELATED 

Dark Cloud 


Toy maker bbi, who was responsible for the 
Legend of Dragoon toys we covered a few 
issues back, is back at it again with Sony- 
licensed Dark Cloud figures due this 
summer. The line will include hero Toan, plus 

Ruby, Master Jacket 
Seda, Ushi, and Majin 
and, while we’ve only 

* 

seen molds so far, 
they're already looking 
quite promising. 
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ultimate war machine yourself! 


cial role at some point during the game 


Tomb Raider! The Movie 

Lara hits the silver screen this 
June and inevitably a toy line will 
hit store shelves at around the 
same time. Playmates has 
accepted the challenge of 
turning Angelina Jolie into an 
action figure and you can see 
the results for yourself. Expect 
plenty of variants and play 
sets to round out the Tomb 
Raider tie-in experience. 


The likeness of the Tomb 
Raider movie toys is actually 
quite good. Now„ let’s hope 
the movie's good, too. 




WHATYOU 
SHOULD BE 
PLAYING 

1. tKSZDMW 

Okay, so it’s just a demo and 
it's only an hour long — but 
oh, what an hour! 

2. Zone Of Enders 


wnat you've got nere is necn 
action finally done right, plus 
it looks awesome! 

3. Fear Effect 2 

This mature-rated PSone 
adventure Is still one of the 
b^t games going. 

star Wars 
Starfighter 

Space combat has never 
looked as good on a console. 
Better than Bpisode One! 

5. Shadow Of 


Have you unlocked all of the 
endings yet? Well, what are 
you waiting for? Get crackin'! 


ONLINE IN TIRE 

SCEI, the parent company of all 
things PlayStation, has finally 
revealed some concrete details 
surrounding its online plans for P52. 
At a conference in Japan, PlayStation 
boss Ken Kutaragi confirmed that his 
company's online network will be up 
and running in Tokyo and surrounding 
areas this July using fiber optic con¬ 
nections and that the PS2 hard disk 
unit will be available at the same 
time. Pricing and U.S. rollout plans 
have unfortunately yet to be divulged. 

ANINE OF THE ENDERS 

Konami has revealed that in addition 

to the OVA video that It produced for 
the Japanese special edition of Zone 
of the Enders, a full television series is 
being prepped to hit the airwaves in 
Asia this April. Comprising 26 half- 
hour episodes, Zone of the Enders: 
Dolores, I will feature different char¬ 
acters and storylines than the game 
and OVA, but will keep the cool mech 
designs and universe. There’s no word 
yet on US. plans for the episodes, but 
watch this space. 
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wdul^ bavp to assume a lot of these are 
silght variants), in addition to 35 super- 
stars anS 1,000 different moves aitogetht 
er It will also be the first game in the 


ayi ng wrestling ians, WWF believe it will utilize the D\/D--ROI1 format 

Smackdown! 3 is officially for its added data capacity, 

underway at the Japanese THQ has also said to expect nine 
development house Yukes, ' characters to be able to battle it out in the 
the cnew responsible for the ring at once, plus the ability to distract the 


entrances, and you tan e^h^^ffght with 
your tag-team partner after a loss. Ai! this 
at a promised 60 frames per second, ho 
less. We'li have more on this - potential 
blockbuster title as it shapes^d 


: early details .we've heard, it's shapin 
up to be one heck of an experience. 


▲ Triple H may be ‘*The Game", but for WWF Um 
Smackdown! 3 promises to the THE game of 2001. 


Sony 



Its Ganie(s) 



Announces new PSone Twisted Metal and PS2 racer; confirms 
summer 2001 release dates 


here are all of Sony's 
games for PS2 ~ 

other than AJV Off-Road Fury, 
that is? it seems the answer 
from on high is "just wait until 
this summeif’ That's when 
SCEA will unleash five of the 
biggest titles the system has 
seen to date. 

First out of the gate will be 
Dark Cloud, the SCEI- 
developed "georama RPG” in 
hay, followed by Gran Turlsmo 
3 and Twisted Metal Black in 


June July will see the release of 
third-person action offering 
Extermination and the unique 
adventure game ICO (not seen 
since last year's E3). You can 
find full previews of GT3, 
Twisted Metal Black, and 
Extermination in this issue's 
preview section. 

In related news, Sony has 
announced a new "kiddie-fied" 
Twisted Metal game for PSone, 
featuring super-deformed 
characters and non-violent 




weapons such as 
Nerf launchers. On 
the PS2 front, the 
designer behind 
War hawk and Jet 
Moto is working on 
a new racing title 
called Kenetica 
which features 
racers donning 
power armor of 
sorts, each with different attack 
systems. Expect more on both 
of these games (and Sony's 


soon-to-be-announced 
fa I I/win ter software lineup) as 
it's announced. 


























A Extermination is one of the big Sony games 
that's finally received a U.S. release date. 
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Kona mi is preparing to give a few lucky Metal Gear Solid 2 fans 
the chance of a lifetime, to get their name in what is sure to be 
one of the biggest games even 

Interested? Just head on over to the MGS2 contest site 
(http://www.konami.co.jp/kcej/products/mgs2/mgs2name/index_ 
e.html) and enter your name, age, blood type, and nationality. 

According to Konami, potential winners have until June to 
submit their info for consideration, and winners will be e-mailed 
in July. If picked, your name will appear on enemy soldiers' 
uniforms in all versions of the game — Japanese, American, and 
European. So what are you waiting for? Get to it, and good luck! 


SAY WHAT? 


Videogame characters say the darndest things. 
Here are a few quotes that caught our attention; 

"You puf shame an me!" —Viola from Zone of the Bnders 
giving a perfea demonstration of why she's a mech pilot 
and not an English professor 

"Dancing leads Id happiness” —Unison's observant 
Emperor Ducker in an attempt at philosophy 


"Horseplay means dealh!” 

—Poster seen in Ped Faction, but not the 


offices 


RUMORS 

by RaslaGundam 

Here's the latest juiciest 
gossip going, folia. 

NINJA GAIDEN NEXT SUnnER? 

It's been long overdue, but it would 

appear that Ninja Gaiden is finally 
getting a suitable next-gen update. 
Supposedly slated for a Summer 
2002 release, it's purportedly been 
delayed because most of Team Ninja 
has been yanked for another project 
— more on that in a second. It's been 
long rumored that the new Ninja 
would be released running on the 
DOA 2 engine, but that might not be 
quite right — here’s why... 

DEAD OR ALIVE 3 AT CHRISTNAS? 

That’s right, the Dead orAiive series is 

finally breaking out of its terrible twos 
with a third, all-new chapter, courtesy 
of Team Ninja. Reliable sources place 
the game as coming out in time for 
Christmas, or ~ more relevantly — 
just in time to go toe to toe with 
Namco’s double-barreled threat: 
Tekken 4 and Soul Calibur 2. This 
Christmas looks to be quite promising 
for fans of fisticuffs — and who isn't? 
On another Namco note, it's been 
rumored that they'll be producing 
titles for the Xbox and Gamecube, via 
an offshoot company. Why? So as not 
to snub their invaluable Sony ties, 
which were in part responsible for 
some 250 layoffs at Namco. 

BOUNCER REniX 

Square may be considering an 
enhanced redux of The Bouncer, con¬ 
centrating more on the fighting aspect 
and less on the movies, and reintro¬ 
ducing some of the cool scenes and 
technology that seemed to have been 
removed from the final game. 

H20 JETSKI FURY? 

Rumor has it that Rainbow Studios 

has a water-based racer — a la Hydro 
Thunder — in the works, and that it's 
much further along than we might 
have expected. Why is this exciting? 

I Because it comes from the good folks 
‘ who brought us ATV Off-Road Fury. 

CASTLEVANIA FDR PS2? 

Remember Castlevania Resurrection? 

Of course you don't “• it was only one 
of the most eagerly awaited titles for 
Sega’s Dreamcast, and never came 
close to being released. Wanna hear 
why? Because Konami received dev 
kits for the PS2 way early, and 
perhaps they decided (wisely) that 
going with Sony's black box was a 
better bet After all, you don't think 
/YGS2 just happened to come out that 
good, do you? 

STAR WARS SEVEN? 

We all know now that LucasArts is 

hard at work on at least a half dozen 
titles based on the Star Wars 
universe, but what's really interesting 
is that they're rumored to be making 
an attempt to rectify the damage 
done by Masters of Terras Kasl An all- 
new lightsaber fighter based on 
Episode fl is said to be in the works for 
the PS2 — which means that Darth 
Maul will likely make an appearance, 
death notwithstanding. Maybe 
Starpghter wasn't a fluke, after all... 
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Final Fantasy X and The Spirits Within action figures debuted 


length feature film due in 
theaters this July. Bandai will 
be on the scene with action 
figures based on this film to 
coincide with the release, but 
even cooler looking are 
Palisades Toys' 12" collectible 
figures complete with fabric 
clothing. They're due in June 
for a yet to be determined 
price and will Join a slew of 
other tie-in items from 
Palisades, including highly 
detailed character busts of the 
main cast / 


ore and more these 
days, videogames are 

become events the likes of 
major movie releases. A big 
part of entertainment events is 
the tie-in merchandising, and 
Square's upcoming Final 
Fantasy X is no exception. In 
fact, Bandai is already planning 
a line of action figures repre¬ 
senting main characters Tidus 
and Yuna from the game, 
among others. These figures 
will complement what is sure 
to be a merchandise blitz from 
Square itself, a la the clothing, 
stuffed toys, and other items 
that popped up in the wake of 
FFIX's release this year. 
Big thanks to www.figures.com 
for the pic of Bandai's 
FFX offerings. 

Another hot Square 
property getting its own line of 
toys this year is Final Fantasy: 
The Spirits Within, the full- 


HITS& 

MISSES 

What's hot and what's 
not in the gaming world 

+ 

MAIICO'S niGHTY LINEUP 

Tekken 4? Soul Calibur 2? With 

more 12 games in development, 
including a seriously impressive 
U.S. effort in Dead to Rights, 
Namco is poised to be one of 
the PS2's biggest supporters in 
2001/2002. 

PLAYABLE nGS2 DEnO 

Who cares if you can beat the 

demo in less than three minutes 
{or current best) — there are 
just so many little details, it's 
insane. We're only four months 
into 2001 and this is the best 
game we've played yet. 

RELEASE DATES SOLIDIFY 

Sony has FINALLY cleared up its 

release dates for this summer 
after months of uncertainty. 
Let’s hope we find out what its 
plans for this fall and winter are 
before the games hit shelves. 


VERSUS 



SOLID SNAKE 

VS ,, 

KING COBM 




ROUND ONE: Thi 

b 

i Macho Factor 

• 

Snake: Leaves foes lying in a 

Cobra: Leaves foes lying in a 

broken heap 

drunken heap 

Advanfage: Solid Snake 



Snake: Makes enemies piss 
themselves at gunpoint 

Advanlage: Solid Snake 


Cobra: Makes you unknowingly 
piss yourself at some point 



Snake: Frequently talks to his 
superiors via his codec 

Advanfoge; Solid Snake 


Cobra: Makes you talk to that 
“big blue ape" over there 


Snake: Hangs out with a 
hacker named Otacon 

Advantage: Solid Snake 


Cobra: Found alongside Colt 45, 
Schlitz, and Miller Malt 


ROUND THREE: Mission Objechves 


Snake: Sneaks around inside a 
brown cardboard box 


Cobra: Commonly seen 
wrapped in a brown paper bai 

Advanfage: Draw 


Snake: Called into action to 
combat terrorist threats 



TTT 
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Cobra: Poured on the curbside 
to honor dead homies 

Advanfage: King Cobra 


SOLID SNAKE 




Hotshots: 

Three 

Sony's cutesy golf series tees off 
on PlayStation 2 


D hough series originator Camelot has since left for 
Nintendo's side of the fence, Sony is still cranking away 

at the Hot Shots Golf series, now under the helm of developer 
ClapHanz. After two successful outings on PSone, the series is 
coming to PS2 in visually enhanced style later this year and already 
it's looking good. 

Under the title of Minna no Golf 3 {translated: Everyone's Golf 3) 
in Japan, the game retains the cutesy visual style and characters of 
its two predecessors, but is already sporting some nice looking 
special effects. Sony’s hasn’t announced a release date on either 
side of the Pacific, but we wouldn't be surprised to hear something 
on this front very soon. 


Hotshots Go//3 is still pretty early, but is looking good nonetheless. 




















SONY HAKES AHENDS 

Developers have been talking 

for a while about receiving the 
cold shoulder treatment 
following the PS2 launch, but a 
recent meeting in Japan has 
given many of them restored 
faith in Sony's plans. 


BROADBAND UNCERTAINTY 

Sony has announced a date for 

broadband Internet access 
roll-out in Japan (this July), but 
how concrete will it be? And, 
more importantly, how much 
will it cost and when will the 
U.S. get it? 

nGS 2 DEUY RUnOR 

Just before we went to press, 
rumors began circling that 
MGS2 won't see release 
anywhere in 2001. Fortunately, 
Konami says not to believe it, 
but we're still keeping our 
fingers crossed. 

PSONE ABANDONED 

At least is seems that way. With 

only one or two big games 
remaining for this year (and 
Sony the only developer 
showing much real support), the 
release list is looking more and 
more barren. Thank heavens for 
the Greatest Hits line. 
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This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 
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TITLE GENRE 

PUBLISHER 


Commandos 2 
Cool Boarders 2001 

Dark Cloud- 

FI Racing Championship 
Gauntlet: Dark Legacy 
Giants: Citizen Kabuto 
Herdy Gerdy 

Legacy of Kain: Soul Reaver 2 
Paris-Dakar Rally 
Portal Runner 
Red Faction 

Resident Evil Code: Veronica X 
Rumble Racing 

star Wars: Super Bombad Racing 
Supercar Street Challenge 
Ultimate Sky Surfer 
WDL: WarJetz 


Strategy 

Sports 

RPG 

Racing 

Action 

Action 

Action 

Adventure 

Racing 

Action 

Action 

Action 

Racing 

Racing 

Racing 

Action 

Action 


Eidos 

Sony 

Sony 

UbiSoft 

nidway 

Interplay 

Eidos 

Eidos 

Acclaim 

3DO 

THQ 

Capcom 

EA 

LucasArts 

Activision 

Crave 

3DO 







^ %■ 






-( 



yw 


luMl^ 



I I 








Hi 

iiBB 


PS one 


TITLE 


GENRE PUBLISHER 


Alone in the Dark 4- 

Adventure Infogrames 

Batman Gotham Racer 

Racing Ubi Soft 

inspector Gadget 

Action UbiSoft 

Looney Tunes Sheep Raider 

Puzzle Infogrames 

Mat Hoffman's Pro BMX 

Sports Activision 

Nascar Racers 

Racing Hasbro 

Ronaldo V-Soccer 

Sports Infogrames 

Roswell Conspiracies 

Adventure Redstorm 

SeaDoo Hydrocross 

Sports Vatical 

Time Crisis: Project Titan 

Shooter Namco 

Who Wants to Be a Millionaire 

Quiz Sony 

World's Scariest Police Chases 

Racing Fox Interactive 



Three Itonth Outlook 



Bloody Roar 3 
Cart Fury 

Gran lurisfuo 3 A-Spec -- 

Le Mans 24 Hours 
tiotor Mayhem 
Project Eden 

Reiselied: Ephemeral Fantasia 
Rumble Racing 
Seven Blades 
Stunt GP 

Twisted Metal: Black 


Namco 

Midway 

Sony 

tnfogrames 

Infogrames 

Eidos 

Konami 

EA 

Konami 

Infogrames 

Sony 


iaieco 

EA 

Konami 


Carrier 

Clive Barker's Undying 
Silent Hill 2 


Bandai 


Digimon Racing 


PUBLISHER 




TITLE 


GENRE PUBLISHER 




Action 

Adventure 

Adventure 




GENRE PUBLISHER 


TITLE 


Racing 


Beach Head 2000 

Action 

Infogrames 

Digimon Card Battle 

Strategy 

Bandai 

TITLE 

GENRE 

PUBLISHER 

Extermination 

Action 

Sony 

ICO 

RPG 

Sony 

Klonoa 2: Lunatea's Veil 

Platform 

Namco 

Test Drive Off-Road: Wide Open 

Racing 

Infogrames 

TITLE 

GENRE 

PUBLISHER 

No Known Titles At This Time 


___ 

TITLE 

GENRE 

PUBLISHER 
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^ F-18 pilot 


2. Big Troubie in Little China: Special Edition 05/22/01 


3. Jaws 2 05/22/01 

4. Superman: The Movie Special Edition 05/01/01 

5. The Emperor's New Groove 05/01/01 

6. City Clickers 05/08/01 

7. Throw Mamma from the Train 05/08/01 

8. Point Break 05/22/01 

9. AntiTrust Special Edition 05 08/01 

10. Star Gate SG^: Special Edition 05/22/01 


2. Pearl Harbor 5/25/01 

The team behind Top Gun and The Rock deliver this big budget love 
story set amongst the chaos of the 1941 attack on Pearl Harbor. 


3. Shrek 5/18/01 

CG animation takes another step forward in this potential gut-buster 
featuring Mike Meyers (in the lead role) and Eddie Murphy. 


Curse Of The Jade Scorpion 5/1/01 

Love him or hate him, Woody Allen’s movies always make us smile. 
His latest is a comedic take on the classic jewel heist caper film. 


5. Texas Ranger 5/3/01 

We like good westerns and this one has some potential. It's from the 
director of Halloween H20 and promises lots of action. 


I. Iletai Gear Solid 2 

Oh. ny. Goodness. We finally got the 
playable demo of f1GS2 in the office^ 
and though we can get through it in 
under 10 minutes after some 
practice, we can’t stop playing. This 
one's gonna be HUGE! 


2. Vhtxia Fighter 4 

After finally seeing the first footage 
of Yu Suzuki's next fighter (running 
on Naomi 2 hardware) we're more 
excited than ever. The environments 
and characters are mind-numbing 
and the free-movement 3D play 

looks innovative. 


3. Final Fantasy X 

All’s quiet on the FFX front, but we’re 
hoping to hear more on Square's first 
PS2 role-playing epic soon. The 
game's expected to be unveiled at 
Tokyo Game Show, so expect more 
info in our show report. 


4. Gran Tlirismo 3 

delays! Even though we’ll 
to wait a few more months, we 
still couldn't be more excited about 
Sony's first PS2 racer. If everything 
comes together, this could be THE 
game to have heading into summer. 


7. BaMur's Gate 

We didn’t know what to expect out 
of Interplay's first D & D license RPG 
on PS2, but we had no idea it would 
rock this much. Based on what we've 
seen and played, action-RPG fans are 
in for a big treat some this fall. 


Far more than just targe action figures — or (gasp!) 
“dolls for boys " — bbi's 1/6-scale Elite Force 
Aviators look to be must-have collector's items 
for military aviation enthusiasts. The F-18 Hornet 
and F-15 Eagle pilots stand just about 12“ tall 
and boast hyper-realistic clothing and gear 
which includes details right down to individual 
working buckles. Plus, these mega-figures are 
super articulated, making them capable of 
assuming a number of highly lifelike poses 
(check out that salute) on their included 
display stands. 

As a bonus, bbi will be releasing a 
1/6 scale F-15 fighter cockpit for dis¬ 
playing the Air Force aviator and 
(fittingly) high-detail nylon/leather 
aviator jackets for both. Both 
figures are available now and you 
can find out more about them at 
www.blueboxtoys.com 


TOP 10 DVDs 


OUR TOP PICK: 

THE X-FILCS THIRD SEASON 

5/8//01 

It's pricey (at nearly $110 in most 
stores), but this 7-disc set is jam- 
packed with some of the best episodes 
ever in this now classic sci-fi series. 
The set includes 25 full episodes, a 
‘making of’ documentary, and other 
supplemental material. 


OUR TOP PICK: 

THE IfUnnY RETQRNS 

5/4//01 

This one's gonna be big. The sequel 
to 1999's Egyptian-themed 
adventure flick brings the original 
cast together, throws WWF wrestler 
The Rock into the mix as The 
Scorpion King, and promises loads of 
high-thrills action and effects. 


< F-15 pilot 


5. Devil Hay Cry 

Like MGS 2, a playable demo of 
Capeom's big “action horror" title is 
expected soon and we can't wait to 
get more playtime in on it. We've 
seen some new movies, though, and 
this one’s still looking great. 


6. Silent Hill 2 

The first one spooked our socks off, 
and this one looks even creepier. If 
the story can make the grade, 
Konami may have a huge title on its 
hands. This one's due around the 
PS2's first anniversary, and may 
make it as early as August. 


ELITE FORCE AVIATORS 

$49.99 each / bbi 


MOST WANTED 




4. Tekken Tag Tournament 

5. NHL 2001 

6. Kklnight Club 

7. Smu^ter's Run 

8. Qni 

9. FIFA 2001 

10. Dynasty Warriors 2 


2.SSX 

3. Tekken Tag Tournament 

4. NHL 2001 

5. Itidnight Club 

6. Smuggler's Run 

7. FIFA 2001 

8. Time Splitters 

9. NFL GameDay 2001 

10. Summoner 


2. Madden 

3. WWF Smackdown! 2 

4. Driver 2 

5. Tony Hawk 2 

6. Final Fantasy IX 

7. Gran Turismo 3 
S. Madden NFL 2001 

9. Tony Hawk 

10. Tekken 3 


PS/PS2 


I ? » 


SALES CHARTS 

PSS - NPD PS2 - re DAM 

hnfjsnuBi'y For January 13 


8. Herdy Gerdy 

Eidos isn’t letting much out on this 
one yet, but we simply can’t wait to 
show it to you. It looks like a cartoon 
and has you herding different kinds 
of animals as its main play mechanic. 
Trust us, it's just too cool. Expect to 
hear much more on it soon. 




g. Klonoa 2 

Namco's razor-sharp looking 
platformer held us in rapt attention. 
The new cooperative two-player 
mode seems really cool and should 
make what promises to be a big 
game even better. 


10. Ace Combat 4 

This game simply looks awesome. In 
fact, even though it's early, it's hard 
to distinguish from real fighter 
footage. Namco hasn't let us get 
our hands on the controls yet, but 
it'll be at TGS and we'll have a full 

playtest report soon. 
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DOI?, NBA Hoiipz, Warr!drs'‘of Might & Mid'^ 


NBAShaotaut Triple Playt High Heal Baseball 


We take our reviews very seriously. 
We spend hours upon hours play¬ 
testing each title to give you the 
best information to help you buy. 

Games that score an 8,9 or 10 
earn a Bronze, Silver or Gold PSH 
Must-Buy awaiti. We don't hand 
them out easily, so if you see one on 
a review, a game box or advertis¬ 
ing, be sure to check that game out 

Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn't fare as well 
if they were reviewed today. 


iO ►CUSSIC 

* A rare gem; Duf highest recammendaMon 

g ► DUTSTANDINC 

One of Hie better games this year. 

8 ►VERY GOOD 

You can’t go wrong MUST-BUY 


i00:9ii|»A 

ana* 
: asfa* 


► GOOD 

A solid game 

► OKAY 

Kind oF ten, but no big deal 

► SO-SO 

You’ve got to iove the subject matter 


LACE 


► UCKING WAKW 

Big flaws really hurt this game 

► BAD 

Not fun at all 

► AWFUL 

This game is an Insult 

► WHY? 

Why would anyone do this to us? 
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Ifonami's "Next Big Thing” lives up to the hype 


F 


irst of all, forget everything that you 
think you know about mech games. You 
won't find any slow, clunky robots here. 

The difference is that Zone of the Enders wasn't 
designed as a robot sim, but as a living, breathing 
robot anime, with fast, fluid action. The result is 


simply amazing. Konami has proven developers' 
speculations that second generation software would 
offer drastic improvements over the initial batch. 

The first noticeable enhancement comes in the 
graphics department, actually setting a benchmark 




'■3M 


and IT: 


that only Metal Gear Solid 2 and Gran Turismo 3 will 
probably surpass. With the environmental and 
character textures antialiased and detailed, it's a 
wonder that everything runs in high res at a constant 
60 frames per second: only once, throughout the 
entire game, did 1 detect any slowdown. 

Despite the superficial accomplishments, Z0.E!s 
most significant feat is its camera management and 
control. The camera is absolutely flawless, always 
providing an optimal perspective. In addition, Konami 


has given the action a very theatrical look. Fighting in 
vertical, horizontal, and angular lines at a fast pace 
elicits the impression that you're playing an intense 
episode of Gundam or Macross. 

Even with an ideal camera, though, these crazy 
fights would be unmanageable without great 
controls. Fortunately, they are intuitive and very fluid. 
Jetting behind an enemy to expose a weak point, 
dodging multiple attacks, and quickly operating the 
wide variety of weapons and defensive techniques 
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feels so natural that you nearly forget you're interfac¬ 
ing with a game, via a very unnatural game pad. 

The gameplay itself is action based with RPG 
elements. As in an RPG, locations are selected from 
an overworld map. Upon arrival, you encounter a full 
3D environment full of squadrons of enemies. 
However, you won't have to fight until you confront 
one or more these groups, in which case, the action 
begins. Once you've destroyed the enemies, your 
mech will receive ammo, experience points, and 
possibly a passcode to unlock the next area. To 
add more strategy and variety to the combat, and 
elevate ZO.E, from a mere blast-a-thon, players 
must also minimize destruction to the environment 
and civilian deaths. 

Although many of Z.O.E.'s strengths are 
unprecedented, it does suffer from a few faults. First, 
there are only four different types of enemies 
throughout the entire game, excluding the four 
bosses. Plus, the weapons, while numerous, lack the 
depth and variety of other mech titles. As a result, 
things can get a little repetitive. 

Also, the story is a bit of a sore spot. While the 
basic plot is interesting, there's just an insufficient 
amount of development. The beginning and end 
are elaborately told, accompanied by a 
significant amount of CG. However, in between, 
there's hardly any narrative at all, which left us 
somewhat unsatisfied. 

Finally, while not really a flaw, the game's length 
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may disappoint those gamers who are expecting an 
RPG-like adventure. Don't make this mistake; ZO.E. is 
an ACTION title. Compared to other games in the 
genre, ZO.E. is quite adequate with eight to ten hours 
of gameplay, plus a few secrets. 


Overall though, ZO.E's faults don't detract from the 
gameplay too much. If you've been on the lookout for 
a solid PS2 title, search no further -ZOE. is an expe¬ 
rience no gamer should miss. 

^ Tokoya 

















Z.O.f. is a great game, with awesome 
controls, and an interesting story. It does 
have a few minor problems, though. 
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C ere it is. Two months or two years too late^ 
depending on your perspective, Konami has 

brought Dance Dance Revolution to America. It's been a 
multi-platinum hit in Japan since 1998, but only now, after 
years of waiting, has Konami realized that there are just as 
many dancing fools here in the States. Welcome to the 
party, guys. You're late, but we’re glad you could make it 
DDR blends the rhythm action of Bust-o~Qroove with 
the physical action of the old NES Power Pad. You tap 
buttons in time to music, but with your feet instead of your 
fingers — the game uses a floor pad with four arrows, 
which correspond to arrows flowing up the screen. Tap on 
time to rack up points, tap out of step and it’s game over 
Strange? Maybe, but it's brutally addictive, and there are 
21 songs to sate your need for dance action, spanning a 
fistful of genres and nine difficulty levels. 

Of course, most agree that Konami royally botched the 



American song list. Beginners object to the super-hard 
tunes; two Trip Machines, three Paranoias, and Afronova? 
The hardcore hate the easy-listening OD.* three NMR tracks 
is three too many. Everyone is disgusted by the omission of 
Butterfly, the greatest of DDR favorites. 

The American interface rocks, though, especially the 
Workout Mode, which counts the calories you've danced 
away. Regardless of the song list problems, I'm glad the 
game is finally here, at a reasonable price: $60 for the 
game and pad. Pick this up and support the Bemani rev¬ 
olution. 4th Mix and Guitar Freaks are within our grasp... 

^ David Smith 
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It's the greatest arcade game of all time, but 
Konami dropped the ball with the song list. 
Well have to wait for the next DDR. 
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C e would try and make jokes by spelling words 
with a “z," but weYe just too tired. Playing 

sports games that don't reinvent or add to the formula 
they're based on is like flogging a dead horse. While the 
addition of one man per team for 3 vs. 3 play creates more 
passing options, and the inclusion of selected mini-games 
provides a diversion from repetitive “classic" gameplay, 
Hoopz fails to spark the revolution next-generation arcade 
basketball so desperately needs. 

There are a few things Hoopz does well. The framerate 
is smooth, and the crowd and rim animations are 
appeasing enough. You get to manage a Hoopz button 
(which results in flashier dribbling, trickier passes, alley 
oops and bigger dunks, etc.) and a turbo button for extra 
speed, and the instant replay option enables you to view 
your most extreme moves. Further, the fair mini-games — 


2 Ball, 21, Around the World, and Practice — are bonuses 
you won't find in the PlayStation version. 

But in light of the sub-genre's lineage, the rim-shaking 
dunks, driving the length of the court, and passing indul¬ 
gently like the Harlem Globetrotters are old hat to most of 
us. In and of itself, Hoopz is not deplorable, but the innova¬ 
tive, "urban” spelling of the title cannot resurrect an essen¬ 
tially dead arcade hoops formula. Save your money and go 
get "extreme" on the six foot rim at the local elementary 
school and provide your own running commentary. 

> Tommy Layton 




LACKING 

NBA Hoopz* lack of true innovatioii suggests Midway is resting on 
the laurels of the formula and conventions of the now tiresome arcade 
basketball sub-genre. 
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AWFUL 

There are a couple good ideas in Warlonis Of Might And Magic, but the 
overall execution is too poor to make this game worth buying. In fact, don't 
even bother renting it. 


DOY latest creation may offer plenty of action, 
a few slick-looking levels, and a huge list of 

and power-ups. However, despite an apparently 
ambitious effort, Warriors of Might and Magic just does not 
implement any of these concepts very well. 

The camera, framerate, and controls emerge as the 
major factors degrading the entire product. Although the 
camera is completely adjustable, I often found myself 
facing a corner or wall when an enemy would surprise me 
with a club to the head, Also, in a heated battle with 
multiple foes, the framerate appeared to drop below 30 
fps, which makes altering the camera, and movement in 
general, jittery and imprecise. There is simply no excuse for 
a game which clearly doesn't push PS2's graphics power to 
run below 30 FPS. 

The control is made even worse with a very sloppy 
interface. There are three control configurations, and all of 


items 


them are seriously lacking intuition. A control scheme 
should aid players, and not put their fingers in a knot. 

Despite WMM's fatal flaws, which are too numerous to 
rant about, there are few aspects that I like. Enemies are 
numerous and various, so players will constantly have to 
consider the best method of dispatching them. Finally, the 
sheer number of weapons, spells, and items, slightly help 
the repetitive nature of the game. 

But these pluses really aren't redeeming enough to 
make Warriors of Might and Magic enjoyable enough to 
play. Be sure to pass this one up. 

^ Tokoya 
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A After you see your insUructor pull off some 
get to pradice them before going on stage. 


uWL- 




ijghree girls g 
and patience. 


moves slower than its Japanese counterpart, which in 
turn makes learning the moves counter-intuitive, 
especially since the second song brings everything 
back up to speed. Also, the learning phase now 
presents the total choreography first rather than 
splitting it into parts, which makes even the tutorial 
song intimidating to pick up. Finally, the moves have 
been simplified to a mere four directions - you might 
as well be using two D-pads instead of analog sticks. 

While Tecmo USA did make it easier and more 
English-friendly, it’s made a quality adaptation. The 
new songs have new choreography, and the moves 
are hipper, funkier, and more booty-shaking than 
before. They're more fun to play and watch. While 
they may still look like M2M, they dance like fly girls, 
and as far as I'm concerned, that's all good. 

^ Jeff Chen 


H ut of any dancing game on the market. 
I'd have to say Unison would be the 
trickiest to convert. Tecmo originally 

designed it to be a J-pop (Japanese pop music) 
dance concert simulator, with J-pop songs and a 
wickedly hard (but well-designed) learning curve. In 
converting it over to an American audience, Tecmo's 
made numerous compromises and changes to the 
point that it's no longer the same game. 

Like most dancing games, Unison is a "Simon 
Says" style game — you have to follow predeter¬ 
mined moves in order to complete a routine or finish 
a combo — but it's the first to use both analog 
sticks. Gameplay takes place in two phases: learning 
phase, where your lavender-clad choreographer 


takes you through the steps, and the performance 
phase, in which you and your two team members put 
on a show. 

Both versions have the same storyline, but the 
music and routines are very different. First, the 
soundtrack has been completely revamped — the 
catchy J-pop has been replaced with dance remixes 
of popular disco, hip-hop, and funk songs. It's not 
something to be worried about, since the replace¬ 
ments are pretty catchy, too. 

Unfortunately, the gameplay in the American 
version is significantly dumbed down, which screws 
royally with the learning curve. For example, YMCA, 
the tutorial song, has been retimed to make the 
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GOOD 

A great game over in Japan, Unison has been hurt a bit by its US conversion. 
The music is still catchy, but the dumbing down of the gameplay certainly 
stings a bit. You shouldn't have a problem cutting a rug, though. 


FINAL SCORE 
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B t's always unfortunate when a title that 
comes out months after a console's 
debut doesn't quite live up to the 

quality of the games that are already available. 
Unfortunately, this is the situation that befalls 4x4 
Evolution, Despite Its somewhat superior graphics, 
the game just doesn't quite cut it when compared to 


Rockstar's Smuggler's Run, It's not that this game is 
bad, it's just that contains virtually zero innovation or 
creative originality. Everything you see has been done 
before and often better. 

There are aspects of this game that I did truly 
enjoy however. The variety of vehicles is impressive, 
covering every major truck and SUV one can think of. 




And they all handle quite differently too so it's going 
to take you a bit of time to really find one that suits 
your driving style. Also, the ability to purchase 
upgrades, such as tires and shocks, really makes 
quite a difference here. There are a lot of games out 
there where upgrades seem to be just more of a 
visual feature than a handling one. That’s not the 
case with EVO. Every thing you add on to your car 
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SO-SO 


Despite its positives, 4x4 Evo/ution lacks innovation and any sort of real 
unique edge. Most off-road racers wili probably just want to stick with 
Smuggler's Run instead. 


makes a big difference and you'll notice it right away. 
For example, get bigger tires and you'll overcome 
obstacles much more easily. However, the negative Is 
that your truck will weigh more increasing your 
acceleration time and possibly lowering your overall 
top speed. It's this pluses and negatives sort of 
approach that really gives this game a good amount 
of depth. Lastly, I really liked the fact that you could 


drive pretty much anywhere you wanted and find 


your own shortcuts. 


Unfortunately, even with these positives, there 


simply isn't enough here to really push 4x4 Evolution 


ahead of the pack. There aren’t really very many 
modes, the graphics look average (at best) and the 
track designs will probably put most of you to 
sleep. Unless you're an amazingly hard-core off-road 
fan, you'll probably just want to leave this game 
by the road side. More promising titles, such 
as Infogrames' Test Drive Off-Road Wide Open are just 
around that next turn. 


^ Stephen Frost 
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FI KACIMG CHAMPIOMSHIP 


B he PS2's second FI racing simulation comes 
from the pairing of Ubi Soft and Japan's Video 

System and, when compared to EA's first effort in the genre 
for Sony’s new system, it comes up lacking in almost every 
category. That’s not to say it isn't a playable or decent racer 
— it just really isn't anything special, especially when you 
consider the system it’s running on. 

FI Racing Championship bests EA’s FI Championship 
Season 2000 when it comes to speed; the game runs at a 
nice smooth 60fps (versus FI C52k's mostly 30fps), which 
really makes you feel like a part of the frantic racing action. 
There are also some nice visual touches, such as heat 
waves as you approach cars from behind, and good track 
side detail. Strangely though, effects such as dirt, grass, and 
paint sticking to tires (which were possible on PSone) aren’t 
used. There's also the matter of lots of polygonal seams on 
the course, which can be quite distracting at times. 


The car handling is solid, and the opponent A1 puts up 
a good challenge. Present here, but lacking from EA’s title, 
is a driving school mode. Unfortunately, you have to 
complete all of its lessons in order to race the 2000 FI 
season. The game also lacks a lot of the realism and race 
settings found in EA's highly tweakable title, which is sure to 
lose it some more points with FI purists. 

While EA’s game was far from perfect, it's still 
more likely to please the dedicated FI enthusiast. This is 
definitely the faster game, but it's still a good half-lap 
behind in all other respects. 

^ Randy Nelson 
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A IVs certainly fast and not half-bad 
FI lacer doesn't really hold up to EA^^iNonC^^ ^ 


Apart from a couple of nice visual effects, there's really nothing that 
stunning about this racer. EA's FI title doesn't move as last, but it's a much 
better (and deeper) game overall. 
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□ getec's second release in the shooter genre 
fairs a bit better than Strikers 1945. Although 

it also suffers from a few faults, Metal Slug X will provide 
any gamer with a few hours of enjoyable challenge. 

Done in the style of Confra, MSX pits four special forces 
operatives against an entire army of terrorists and blood¬ 
thirsty aliens. Along the way, players will receive an array of 
special weapons, including flamethrowers, shotguns, 
machineguns, and tanks. 

Gamepiay variety also penetrates MSX's level design. 
You'll ride on camels in the desert, disintegrate mummies 
in bat-infested tombs, bomb ships with a fighter plane, and 
battle on top of a moving train. The humor that accompa¬ 
nies each level is enough to keep you hooked until the end. 

But despite its personality and fun, MSX is lacking in 
few key areas. First, and foremost, although there's enough 


variety and challenge to warrant replaying it a few times, 
you’ll finish MSX in a couple hours. Also, certain stages and 
bosses are ridiculously cheap, causing unbearable frustra¬ 
tion. Perhaps because of this fault, SNK thought it prudent 
to provide players with unlimited continues. However, I 
would prefer to see a game more balanced and manage¬ 
able that was meant to be finished with five continues. 

Despite these weaknesses, MSX is a solid action game 
overall, even if it only lasts for a few hours. Buy it if you love 
SNK or old-school action games. 

^ Tokoya 
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A Blastmg;^ has never biran so challenging 

or so Immbibtis! 
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GOOD 

For the most part, I enjoyed ftetal Slug X. Its faults bothered me a bit, but 
they were never so bad that I had to stop playing. If you can't justify 
spending the money for a couple hours of gamepiay, definitely rent iL 
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SnUKERS 1945 

B raditionaf spaceship-type shooters were, 
unfortunately, one of the genres lost in the 

transition from 16- to 32-bit gaming. Only a handful of 
notable shooters appeared that truly innovated the genre, 
such as Panzer Dragoon and Star Fox 64. Although Strikers 
1945 brings nothing new to the table (it's actually a classic 
arcade game), it does act as a refreshing reminder of 
gaming lost. 

Anyone gaming before the PS days will quickly become 
acclimated to the interface; dodge insane amounts of 
enemy fire, while collecting various power-ups and items. 
Each of the six types of planes offers two different 
weapons, and a unique super move for those desperate 
situations. The hordes of enemies and huge bosses keep 
things intense and fairly interesting. 

However, the action often becomes a little too intense. 
On many occasions, the screen is so full of enemies and 


bullets that it just isn't humanly possible to survive, even 
on Normal difficulty. This incessant dying leads me to 
my next complaint. 

One-hit deaths simply annoy me. In many shooters, 
your ship slowly loses power-ups as it takes damage. Once 
you’re out of power-ups, then you die - - a simple solution 
to an extremely frustrating problem. 

Strikers 1945 probably won't appeal to most gamers, but 
any hardcore shooter fan, or gamer who wants a 
retrospective look into a once flourishing genre, should 
try out this one. 

P- Tokoya 





Strikers 1945 is a decent game and very representative of games from the 
16-bit era. Unforftmately, while it offers some enjoyable elements of the 
genre, it also includes a few of the bad ones. 
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nore like rally racing than anything else 



hile it's taken a while for the game to 
show up on store shelves (we saw it first 
over a year ago). Vanishing Point has 

ended up as a very decent title. It won't wow people 
with its visual excellence or innovation, but it provides 


LU 



unlockable bonuses to keep you interested. 
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You won't see the same arsenal of cars as you would 
in Gran Turismo, but VP does provide a good quality 
and variety of vehicles, ranging from a Toyota Supra 
to the fan-favorite Audi TT. While there are handling 
differences between all of the cars, it seems 
somewhat minor. You can pretty much play the truck 
just as you would the sports car. Sure, maybe the 
truck doesn't corner exactly the same and doesn't 
quite accelerate as quickly, but for a majority of the 
time you're racing, they feel pretty much the same. 

The developers of VP decided to take a different 
approach than most "street-car" games in this genre 
have, basing in more on rally racing than anything 
else. You're racing against the clock rather than 
specific opponents. There are other vehicles on the 



road, but they act more as minor obstacles as well as 
visual markers. There really isn't any high quality Al 
associated with them or anything like that. That's a 
bit of a disappointment, because you'll never really 
have those situations where the lead car and you are 
neck and neck, with the finish line closing in fast. 
Rather, you'll just see the clock ticking down. 

Now, while VP's racing experience is still 
enjoyable, it's true shining point comes in the form of 







1 All Of the 


% Fishtailing is a bit%ofpl||i|§reM^^^^ 
cars seem to do. it a ibt;riii[imalter how “ 


a stunt Driver mode. And just like you'd think, this 
mode allows you to let loose with pure reckless 
abandon. From criss-cross jumps to pure speed drills, 
your skills at the wheel are truly put to the test. 
Depending on factors such as time and driving ability, 
you are awarded points which allow you to move on 
to the next challenge. 

If it weren't for the addition of this mode, we 
probably wouldn't have rated VP as highly. However, 
as a package deal, this game has just enough fun and 
challenge to warrant the purchase. 

^ Stephen Frost 


Not the most visually impressive game ever. Vanishing Point still contains 
enough enjoyment and depth to please racing fens. The Stunt Driver mode 
really adds a lot to the mix. 
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C ast year's High Heat Baseball was such a big dis¬ 
appointment among baseball fans primarily 

because it offered up graphics that were about a decade 
behind its competition from EA and 989. It seemed like a 
quick and crappy port of BDO’s award-winning PC version, 
which it pretty much was. 

However, this year's High Heat Major League Baseball 
2002 is definitely something that's worth taking a look at. 
Even though the game's visuals are still below that of its 
competition, it's a substantial improvement over what we 
were given last year. 

If you're able to look past the graphical shortcomings, 
you'll find that this is solid baseball simulation. The game is 
crammed with every feature imaginable and just about 
everything In it, from running speed, to fastball speed, and 
to the frequency of errors, can be fine tuned so that the 
game plays exactly like you want it. 


The batting and pitching interfaces seem a bit clunky and 
sluggish when compared to EA Sports' title, but High Heat 
offers up a more realistic game of baseball. You won't find 
another game where you'll see a better variety of hits off 
the bat or face teams that use real baseball strategy. 

Astute players will also notice that opposing batters 
take pitches and work the count, while the pitchers 
often throw junk when they get ahead in the count High 
Heat 2002 might not have the smooth gameplay or slick 
graphics of its counterparts, but it's probably the best pure 
simulation that you’ll find on PlayStation. 

> David Zdyrko 
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GOOD 

While the graphics still look a little bit clunky (and they have been 
improved over last year's effort), the rest of this title is a solid baseball 
experience. It's probably the best pure sim on the PlayStation. 
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MBA SHOarOUT 

B o say that 989 Sports' reputation has taken a 
hit with its first batch of software titles for 

PlayStation 2 would be a bit of an understatement. The 
company’s next-generation woes began with the disastrous 
NFL GameDay and things didn’t get much better with the 
subsequent releases of its college sports titles, or its hockey 
game And while NBA ShootOut 2001 is probably the most 
polished of the bunch, it's still a second-rate title when 
compared to the competition on the system. 

The gameplay isn't terrible, but it doesn’t really offer up 
realistic or balanced gameplay. Scoring is a bit too easy and 
the genera! frequency of fast-break dunks and slams is too 
high. The Al is a bit unsteady, with computer-controlled 
players running around haphazardly and doing dim-witted 
things like passing up open shots or lanes to the hoop. 
While the game does sport some excellent dunk and 


I 

special move animation, has a solid 60 frames per second 
framerate, and possesses excellent court details, it also has 
some annoying visual flaws. The players all run around with 
their backs slumped over and their heads looking down. 
Many of the transition animations are jerky and unrealistic. 

The game does get high marks for delightful play-by- 
play that generally stays in tune with what's happening on 
the court, but this is really the only area where ShootOut is 
equal to its competition. It's 989 Sports' best game to date, 
but that's not good enough. 

^ David Zdyrko 





Sadly, it appears that the 989 Sports curse Is still in effect. While the 
gameplay isn't terrible and there are some nice visuals, the game just isn't 
good enough to hang with other PS2 sports titles. 



PUBLISHER 

; EA BPOiTb 


DEVELOPER _ | 

1 j 

1 ’ ■ j 

EASPORTS ~ J 

r 1 


# OF PUYERS 


FFdfdiscs 


1-2 


I I CD 



E5RB RATING 
jEVERYOftlE ~ 




With lots of different modes of play and plenty of customizable options. 
Triple Play Basebtril will appeal not only to the baseball sim fan, but to the 
arcade player as well. This is one of the best on PlayStation. 


FINAL SCORE 


BIPU PLAY BASEBAL 


n n what could be its last sim on the PlayStation, 
EA Sports has delivered its best baseball game 

to date in Triple Ploy Baseball. As with just about all EA 
Sports titles, the game is jam packed with all of the 
gameplay features and customizable options that a fan of 
sports simulations would want in a videogame. 

It comes packed with every gameplay mode, plus the 
Big League Challenge, which is essentially a beefed up 
home run derby, and Season Mode Points Play that allows 
the player to earn points during games to unlock secrets 
like cheats, power-ups or enhancements to players. 

Even though this stuff will appeal more to the arcade 
fan than those looking for a pure simulation of the sport, 
players aren't forced into using them and the game does 
play well as a straightforward baseball sim. The batting and 
pitching interfaces are basically the same as what previous 
efforts from EA Sports have offered, but get the job done. 


Conversely, Triple Play does have some flaws that are worth 
mentioning. The roster management only allows trades for 
the same number of players and teams don’t have the 
option of having a four-man rotaton. You won’t notice 
opposing batters working the count or taking pitches, nor 
will you see any real baseball strategy implemented by the 
CPU managers. 

This is a splendid baseball game with visuals that are 
on par with last year's game. All in all. Triple Ploy Baseball 
is a solid game of hardball and is one of the best 
on PlayStation. 

> David Zdyrko 
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E rmy nen: Toilet Mayhem, Backyard Orgy, 
Sarge's Gimps... I can’t keep track of the 

abundance of Army Men games, and all of their subtleties. 
But one thing that most of them have in common is their 
lackluster gameplay, and World War - Final Front is no 
exception. Its most significant flaws include control, frame 
rate, and mission objectives. 

Maneuvering your army man is extremely imprecise. 
While you spend a large portion of time adjusting the 
camera to obtain a safe and optimal position, you'll cheaply 
take damage from enemy fire. Even when you manage to 
start returning fire, you'il notice that those seemingly nifty 
crosshairs don't provide an accurate line of fire. 

The main reason for this problem seems to be the low 
frame rate and jittery camera. Since the game appears to 
move at minus 15 EPS at times, with all sorts of camera 
shimmering and clipping glitches, trying to perform any 



type of action can be a real hassle. 

Finally, the dull and uninspired mission objectives only 
make matters even worse. Although using tanks and 
machinegun-equipped motorcycles Is a nice attempt at 
adding variety, the aforementioned hindrances make 
enjoying them nearly impossible. 

Although there are a few decent concepts, such as 
detailed tutorials, an interesting abundance of weapons and 
enemies, and some gameplay variety. World Wads 
problems conflict with the overall experience too much, rel¬ 
egating it to the world of games forgotten. 

^ Tokoya 




Need I say anymore than stay away from A/my /fe/i: Worttt War - ^naf front 
at all costs? Even if you loveilrmyifen games, don't bother. You should wait 
for Army nen: Hair Spray Flamethrower. Now there's a game! 
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n ucky for us Guncon owners, Namco continues 
to support the peripheral with at least a slow 

trickle of titles. You'll even get a chance to try out the latest 
Time Crisis soon. Right now, however, we get the pleasure of 
enjoying the second sequel in the extremely fun Point 
Blank series. 

Point Blank 3 plays almost exactly like its two older 
brothers, but there are a few minor differences. The main 
portion still has you shooting your way through a large 
selection of mini-games, most of which are well-designed 
and highly challenging. Other modes include Endurance, 
which sees how long you can last with three hearts in your 
life bar and Party, which lets you take on three other 
gamers. 

You lightgun experts out there will be happy to know 
that the difficulty settings of Point Blank 3 have been 


further tweaked. The last game was a bit easy in most 
regards. Now, it takes a good amount of practice to get past 
the Advanced and Insane stages. 

Considering the lightgun genre isn't quite bursting at 
the seams right now. Point Blank 3 is certainly a welcome 
addition. It's got enough mini-games and modes to keep 
you interested for quite a while. The music is also catchy, 
which is something that can't be quite said of the second 
game. There's nothing really amazing that jumps out at you, 
but there's still plenty of fun to be had. 

^ Stephen Frost 
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D he golfing scene has finally landed on the 
PlayStation 2 fairway, thanks to Tiger Woods 

PGA Tour 2001, the first real golfing title available on Sony's 
128-bit console. 

Now that the series is on PS2, we're starting to see a 
major improvement in the graphics department, which 
actually go a long way in helping you play a better game of 
golf. You can now easily tell the lay of a particular area just 
by zooming in and looking at it Also, even the slightest ele- 
vational changes in the courses can be easily spotted and 
adjusted fof^ just like in real life. 

What this sequel does well is walk the fence between 
being a simulation and an arcade-style game. You have all 
the options that Pro golfers would want, such as the six 
different play modes, the ability to adjust draw, fade and 
spin, along with an improved ball lie indicator and wind 
meter However the simplistic swinging interface and 


intuitive controls really allow even the most casual of 
players to get into the game quickly. There's definitely 
something here for all golfers. 

There are a couple of areas that I felt could be improved 
upon, though. On the graphics side, there should have 
been a greater consistency. One area in a course will look 
amazing, while the trees and foliage in another look quite 
poor and aren’t animated at all. Also, why aren't there more 
courses? Three really aren't enough. 

This is still a very solid golf title and does a lot of things 
right, but there's still plenty of room for improvement. 

> Stephen Frost 




GOOD 

PGA 200t is the first major step forward for golf titles, but It's still lacking 
in a few key arecB. The limited number of courses will probably hurt it more 
than anything else, though. 
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44 


44 


44 


44 


44 


44 


44 


44 


Apr-01 


Apr-01 


Apr-01 



Score 

Genre 

Publisher 

Summary 


Bowling (PS) 


Sports 


A1 Games 


It’s not a bowling fan's dream come true, but if you just want a quick game 
with friends, it’s actually pretty good. Just don't expect a very accurate 
simulation or any familiar faces. 


Darkstone (PS) 


RPG 


Take 2 


A very attractive price, and loads of replayability make Darkstone a must- 
have RPG. Get this one! 


44 

i 

Apr-01 

Fear Effect 2: Retro Helix (PS) 

8 

Adventure 

Eidos 

This is a great sequel. Although it suffers from some minor flaws, they don't 

j 






hinder the overall experience 

Lm ■ 1 II - — - — _ 


Apr-01 N^Hoopz(PS) 


Sports 


Midway 


'- .'ji 


Although Midway's arcade fc 
Showtime, /Jopp? comes up 
would merit its existence. 


)all tradition includes Hang T/me and 
on the innovation and presenlation that 


Apr-01 

Oni (PS2) 

5 

Action 

RockStar 

1 

1 


Oni isn't a terrible game, but its problems with the difficulty and level design 
detract from the overall experience. This is a game you'll either love or hate. 
You'll want to rent this one before buying it. 


44 Apr-01 Puzzle Star Sweep (PS) 


Puzzle 


TNs is an addictive | 
just about everyone 


puzzle game. Since it only i^sts $10, it's a must buy for 


Apr-01 

Racing (PS) 

2 

1 

Racing 

Agetec 

This is one of the saddest PlayStation games that I've ever played. Don't 






even bother with it for kicks. You should run screaming from this game. 





Shadow Of Destiny (PS2) 


8 


Adventure 


Konami 


Sanvein 




r-7 

JL'. 'f. * I 


With its novel premise and intuitive control, SOD is sure to please both 
novice and veteran gamers alike. 


You get what you pay for, and in this case, that means a game that really 
doesn't have the level design or gameplay inno\ation to go toe-to-toe vi/ith 
the rest of the shooters on PSone. 


44 

Apr-01 

I 

Star Wars: Starfighter (PS2) 

8 

Action 

LucasArts 

This is a gorgeous and thoroughiy enjoyable game, hampered only by not 



1 

1 




lasting long enough or sinking into repetition 


44 

, £L ■ . . 

Apr-01 Win back: Covert Operations (PS2) 7 

Action 

Koei [ l^hbffc/f Is a fun game with seemingly re< 

1| it's lacking couple of areas, gamers tl 

jiistic combat situations. Although 
lat enjoy covert operations should 

■ '■ 

■ ■ . • ■ -- ■■ ■ ■ . . ■ ■■■ ■■ ■■ 


give it a ts at lec^until 7WS2 is r^ 




ATV Offroad Fury (PS) 


Sports/Soccer 


EA Sports 


{Racing 

a---^ 

1st Person Shooter j Elect ronic Arts 

THQ 


THQ 


ports/Boxing 


First Person Shooter 


RPG 


Action 


Sports 


Fighting 


iRockstar 


Codemasters 


rames 


Agetec 


Electronic Arts 


Electronic Arts 


Electronic Arts 


I Namco 




Jan-01 


Dgc-00 


COR 


''m 


These are the games that you've GOT to get your hands on! 


Feb-Ol 


43 i Mar-01 


Breath of Fine IV (PS) 


D0A2: Hardcore {PS2) 


40 I Dec-00 I Final Fantasy IX (PS) 


Rayman Revolution (PS2) 


40 Dec-00 Spyro: Year of the Dragon (PS) 9 


40 I Dec-00 I FIFA 2001 (PS) 


Snowboard/Race 


9 . 

RPG 

9 

Fighting 

9 

RPG 


Platformer 

31 


Platform 


Electronic Arts 


Capcom 


Tecmo 


Ubi Soft 


Mar-01 

Kengo: Master of Bushido (PS) 

8 

Rghting 

1 Mar-01 

Onimusha: V\/arlords (PS 2) 

8 1 

Action 1 

- . -_^_1 

Jan-01 

Colin McRae Rally 2.0 (PS) 

8 

Racing 

Jan-01 1 

Moto Racer World Tour (PS) 

8 

Racing 


Sony CEA 


I Capcom 


Codemasters 


Infogrames 


EA Sports 


40 bec-00 FIFA 2001 (PS2) 


40 Dec-00 Midnight Club (P52) 


40 Dec-00 


Dec-00 


:-00 


39 Nov-00 


39 Nov-00 


|39 Nov-OQ 
139 I Nov-00 


40 I Dec-00 {Mike Tyson Boxing 


39 I Nov-00 Tony Hawk 2 (PS) 


MOH: Underground (PS) 


Unreal Tournament (PS2) 


Summoner (PS2} 


WWF Smackdown! 2 (PS) 


Armored Core 2 (PS2) 


Kessen (PS2) 


Madden NFL 2001 (PS2) 


NASCAR 2001 (PS) 


Tekken Tag Tournament (P52) 8 
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43 

Mar-01 

Adv. of Cookie & Cream (PS) 

7 

Action 

Agetec 

43 

Mar-01 

Aqua Aqua {PS2) 

7 

Puzzle 

3DO 

43 

Mar-01 

ATV Offroad Fury (PS) 

8 

Racing 

Sony CEA 

43 

Mar-01 

The Bouncer (P52) 

4 

Fighting 

Square EA 

43 

Mar-01 

Donald Duck: Quackers (PS) 

6 

Platform 

UbiSoft 

43 

Mar-01 

FI 2000 (PS) 

7 

Racing 

EA Sports 

43 

Mar-01 

Kengo: Master of Bushido (PS) 

8 

Fighting 

Crave 

43 

Mar-01 

Knockout Kings 2001 (PS2) 

7 

Boxing 

EA 

43 

Mar-01 

NBA Live 2001 (PS) ' 

7 

Sports 

EA Sports 

43 

Mar-01 

NCAA Final Four 2001 

5 

Sports 

Sony CEA 

43 

Mar-01 

Theme Park Coaster (PS2) 

8 

Sim 

EA 

43 

Mar-01 

WDL(PS2) 

4 

Action 

3DO 

43 

Mar-01 

Onimusha: Warlords (PS2) 

8 

Action 

Capcom 

42 

Feb-01 

Acclaim Sports' HBO Boxing (PS) 

5 

Boxing 

Acclaim 

42 

Feb-01 

Blade (PS) 

4 

Action 

Activision 

42 

Feb-01 

Championship Surfer (PS) 

8 

Surfing 

Mattel 

42 

Feb-01 

Driving Emotion Type-S (PS2) 

4 

Racing 

Square EA 

42 

Feb-01 

Ducati World (PS) 

5 

Racing 

Acclaim 

42 

Feb-01 

King of Fighters '99 (PS) 

8 

Fighting 

Agetec 

42 

Feb-01 

Lunar 2: Eternal Blue (PS) 

8 

RPG 

Working 

42 

Feb-01 

NCAA GameBreaker 2001 (PS2) 

3 

Football 

989 Sports 

42 

Feb-01 

Persona 2; Eternal Punishment (PS) 

7 

RPG ’ 

Atius 

42 

Feb-01 

Power Spike Pro Beach Volleyball 

5 

Sports 

Infogrames 

42 

Feb-Ol 

Ray man Revolution (PS 2) 

9 

Platformer 

Ubi Soft 

42 

Feb-01 

RC Revenge Pro (PS2) 

5 

Racing 

Acclaim 

42 

Feb-01 

Real Pool (PS2) 

7 

Billiards 

Infogrames 

42 

Feb-01 

Star Wars: Demolition (PS2) 

5 

Car Combat 

LucasArts 

42 

Feb-01 

Super Bust-A-Move (PS2) 

8 

Puzzle 

Acclaim 

41 

Jan-01 

Army Men; Air Attack 2 (PS) 

5 

Action 

3DO 

41 

Jan-01 

Army Men: Sarge's Heroes 2 (PS) 

5 

Action 

3DO 

41 

Jan-01 

Breath of Fire IV (PS) 

9 

RPG 

Capcom 

41 

Jan-01 

Colin McRae Rally 2.0 (PS) 

8 

Racing 

Codemasters 

41 

Jan-01 

Cool Boarders 2001 (PS) 

4 

Snowboarding 

Sony CEA 

41 

Jan-01 

Driver 2 (PS) 

6 

Racing/Action 

Infogrames 

41 

Jan-01 

ESPN X Games Snowboarding (PS2) 

J 

Snowboarding 

Konami 

41 

Jan-01 

Gundam Battle Assault (PS) 

4 

Fighting 

Banda i 

41 

Jan-01 

Harvest Moon: Back to Nature (PS) 

7 

Simulation 

Natsume 

41 

Jan-01 

Moto Racer World Tour (PS) 

8 

Racing 

Infogrames 

41 

Jan-01 

MTV Pure Ride (PS) 

6 

Snowboarding 

THQ 

41 

Jan*01 

NASCAR 2001 (PS2) 

4 

Racing 

EA Sports 

41 

Jan-01 

NBA Live 2001 (PS) 

7 

Sports 

EA Sports 

41 

Jan-01 

NBA Shootout 2001 (PS) 

4 

Sports 

Sony CEA 

41 

Jan-Ol 

Ready 2 Rumble 2 (PS2) 

6 

Boxing 

Midway 

41 

Jan-01 

Silent Scope (PS2) 

7 

Shooter 

Konami 

41 

Jan-Ol 

Silpheed {PS2) 

6 

Shooter 

Working Designs 

41 

Jan-Ol 

Sky Odyssey {PS2) 

7 

Flying 

Activision 

41 

Jan-Ol 

Surfing HBO (P52) 

6 

Surfing 

Rockstar 

41 

Jan-Ol 

Tomb Raider: Chronicles (PS) 

7 

ActiorV Adventure 

Eidos Interactive 

41 

Jan-Ol 

Top Gear Dare Devil (PS2) 

6 

Racing 

Kemco 

41 

Jan-01 

Torneko; The Last Hope (PS) 

1 

Action/RPG 

Enix 

41 

Jan-Ol 

Ultimate Fighting Championship (PS) 

2 

Fighting 

Crave 

40 

Dec-OO 

Crash Bash (PS) 

6 

Party Game 

Sony CEA 

40 

Dec-00 

D0A2: Hardcore (P52) 

9 

Fighting 

Tecmo 

40 

Dec-00 

Fantavision (P52) 

6 

Puzzle 

Sony CEA 

40 

Dec-00 

ESPN Int’l Track and Field (PS2) 

7 

Sports 

Konami 

40 

Dec-00 

FIFA 2001 (PS) 

8 

Sports/Soccer 

EA Sports 

40 

Dec-00 

FIFA 2001 (P52) 

8 

Sports/Soccer 

EA Sports 

40 

Dec-00 

Final Fantasy IX (PS) 


RPG 

Square 

40 

Dec-00 

Gameday 2001 {PS2) 

2 

Sports/Football 

Sony CEA 

40 

Dec-00 

Gradlus III & !V (P52) 

5 

Shooter 

Konami 

40 

Dec-00 

Gungriffon Blaze {PS2) 

7 

Action 

Working Designs 

40 

Dec-00 

Knockout Kings 2001 (PS) 

5 

Sports/Boxing 

Electronic Arts 

40 

Dec-00 

Midnight Club(P52) 

8 

Racing 

Rockstar 

40 

Dec-00 

Mike Tyson Boxing (PS) 

8 

Sports/Boxing 

Codemasters 

40 

Dec-00 

MOH: Underground (PS) 

8 

Ist Person Shooter 

Electronic Arts 

40 

Dec-00 

MotoGP (PS2) 

6 

Racing 

Namco 

40 

Dec-00 

NHL 2001 (PS) 

7 

Sports/Ice Hockey 

Electronic Arts 

40 

Dec-00 

NHL 2001 (PS2) 

6 

Sports/Ice Hockey 

Electronic Arts 

40 

Dec-00 

Orphen: Scion of Sorcery (PS2) 

5 

Actiorx'Adventure 

Activision 

40 

Dec-00 

Ray Crisis (PS) 

5 

Shooter 

Taito 

40 

Dec-00 

Spyro; Year of the Dragon (PS) 

9 

Platform 

Sony 

40 

Dec-00 

Summoner (PS2) 

8 

RPG 

THQ 

40 

Dec-00 

The World is Not Enough (PS) 

6 

First Person Shooter 

Electronic Arts 

40 

Dec-00 

Timesplitters (PS2) 

7 

First Person Shooter 

Eidos Interactive 

40 

Dec-00 

Unreal Tournament (PS2) 

8 

First Person Shooter 

Infogrames 

40 

Dec-00 

WCW Backstage Assault (PS) 

6 

Wrestling 

Electronic Arts 


five-star scale 


Iss. 

Month 

Game name 

Score 

Genre 

Publisher 

40 

Dec-00 

Wild Wild Racing (P52} 

5 

Racing 

Interplay 

40 

Dec-OO 

WWF Smackdown! 2 (PS) 

8 

Wrestling 

THQ 

39 

Nov-00 

Alien Resurrection (P5) 

7 

First Person Shooter 

Fox Interactive 

39 

Nov-00 

Armored Core 2 (PS2) 

8 

Action 

Agetec 

39 

Nov-00 

Bomberman Party Edition (PS) 

6 

Action 

Hudson 

39 

Nov-00 

Destruction Derby Raw (PS) 

5 

Action/Racing 

Midvray 

39 ’ 

Nov-00 

Dino Crisis 2 (PS) 

6 

Action 

Capcom 

39 

Nov-00 

Dragon Valor (PS) 

7 

Action 

Namco 

39 

Nov-00 

Dynasty Warriors 2 (PS2) 

6 

Strategy Action 

Koei 

39 

Nov-00 

Eternal Ring (PS2) 

5 

Action/RPG 

Agetec 

39 

Nov-00 

Evergrace (PS2) 

6 

RPG,'Action 

Agetec 

39 

Nov-00 

Incredible Crisis (PS) 

7 

Action/Puzzle 

Titus 

39 

Nov-00 

Kessen (PS2) 

8 

Strategy 

Electronic Arts 

39 

Nov-00 

Madden NFL 2001 (PS2) 

9 

Sports 

Electronic Arts 

39 

Nov-00 

Mega Man Legends 2 (PS) 

7 

Action/Adventure 

Capcom 

39 

Nov-00 

NASCAR 2001 (PS) 

8 

Racing 

Electronic Arts 

39 

Nov-00 

Polaris Snocross (PS) 

6 

Racing 

Vatical 

39 

Nov-00 

Ridge Racer V (PS2) 

7 

Racing 

Namco 

39 

Nov-00 

Smuggler’s Run (PS2} 

6 

Racing'Action 

Rockstar 

39 

Nov-00 

Sno-Cross Championship Racing (PS) 

6 

Snowmobile Racing 

Crave 

39 

Nov-00 

5SX(PS2) 

10 

Snowboard/Race 

Electronic Arts 

39 

Nov-00 

Street Fighter EX3 (PS2) 

6 

Fighting 

Capcom 

39 

Nov-00 

Swing Away Golf (PS2) 

7 

Golf 

Electronic Arts 

39 

Nov-00 

Sydney 2000 (PS) 

4 

Sports 

Eidos Interactive 

39 

Nov-00 

Tekken Tag Tournament (P52) 

8 

Fighting 

Namco 

39 

Nov-00 

Tony Hawk 2 (PS) 

:8 

Skateboarding 

Activision 

39 

Nov-00 

X Squad {PS2) 

4 

Action 

EA Games 

38 

Oct-00 

Bust-A-Groove 2 

3.5 

Dancing 

Enix 

38 

Oct-00 

Digimon World 

2 

Monster Breeding 

Bandai 

38 

Oct-00 

Iron Soldier 3 

1 

Action 

Eclipse Software 

38 

Oct-00 

Madden NFL 2001 

4 

Football 

Electronic Arts 

38 

Oct-00 

Parasite Eve 2 

3.5 1 

RPG/Action 

Square 

38 

Oct-00 

Pro Pinball Big Race USA 

3 

Pinball 

Empire Interactive 

38 

Oct-00 

Spider-Man 

3.5 

Action 

Activision 

38 

Oct-00 

Star Trek: Invasion 

4 

Space Shooter 

Activision 

38 

Oct-00 

Tenchu 2 

4 

Action/Adventure 

Activision 

38 

Oct-00 

Vampire Hunter D 

1 

Action'Adventure 

Jaleco 

37 

Sep-OO 

Bail Breakers 

2 

Action 

Take Tv/o 

37 

5ep-00 

Mortal Kombat Special Forces 

2 

Action Adventure 

Midway 

37 

Sep-00 

Ms. Pac-Man Maze Madness 

3 

Action/Puzzle 

Namco 

37 

Sep-00 

NCAA GameBreaker 2001 

3 

Football 

989 Sports 

37 

Sep-00 

NCAA Football 2001 

3.5 

Football 

Electronic Arts 

37 

Sep-OO 

NFL GameDay 2001 

3.5 

Football 

989 Sports 

37 

Sep-00 

Rampage Through Time 

1 

Action 

Midway 

37 

Sep-00 

Valkyrie Profile 

4 

RPG 

Enix 

37 

Sep-OO 

X-Men Mutant Academy 

2.5 

Fighting 

Activision 

36 

Aug-00 

Armor!nes: Project S.W.A.R.M. 

1.5 

First Person Shooter 

Acclaim 

36 

Aug-OO 

Chrono Cross 

4.5 

RPG 

Square EA 

36 

Aug-00 

Grudge Warriors 

2 

Action 

Take Two 

36 

Aug-00 

Koudelka 

4 

ActiorVStrategy 

infogrames 

36 

Aug-00 

Legend of Dragoon 

45 

RPG 

Sony CEA 

36 

Aug-00 

Legend of Mana 

3 

RPG 

Square EA 

36 

Aug-00 

Rayman 2 

4 

Action/Platform 

Ubisoft 

36 

Aug-00 

Rhapsody 

4 

RPG 

Atius 

36 

Aug-00 

RPG Maker 

4 

RPG 

Agetec 

36 

Aug-00 

Surf Riders 

2 

Surfing 

Acclaim 

36 

Aug-00 

Threads of Fate 

3.5 

RPG/Action 

Square EA 

36 

Aug-00 

Vanguard Bandits 

3 

Strategy/RPG 

Working Designs 

36 

Aug-00 

Who Wants to Be a Millionaire? 

1.5 

Trivia 

Sony CEA 

35 

Jul-00 

Countdown Vampires 

1 

Adventure 

Bandai 

35 

Jul-00 

Covert Ops: Nuclear Dawn 

3.5 

Action/Adventure 

Activision 

35 

Jul-00 

Gekido 

3.5 

Fighting 

Interplay 

35 

Jui-00 

Grind Session 

3.5 

Skateboarding 

Sony CEA 

35 

Jui-00 

Kurt Warner Arena Football 

1.5 

Football 

Midway 

35 

Jul-00 

Nightmare Creatures II 

2.5 

Action'Fighting 

Konami 

35 

Jui-00 

Reel Fishing II 

1.5 

Fishing 

Natsume 

35 

JuHOO 

Spec Ops: Stealth Patrol 

4 

Combat Sim 

Take Two 

35 

Jui-00 

Strider 1 & 2 

3 

Action 

Capcom 

35 

Jul-00 

Test Drive Le Mans 

2.5 

Racing 

Infogrames 

35 

Jul-OO 

Wild Arms 2: Second Ignition 

3 

Adventure 

Interplay 

34 

Jun-00 

Eagle One: Harrier Attack 

3.5 

Air Combat 

Infogrames 

34 

Jun-00 

Family Game Pack 

2.5 

Family Fun 

3DO 

34 

Jun-00 

MediEvil il 

3 

Action Adventure 

Sony CEA 

34 

Jun-00 

Micro Maniacs 

4 

Racing 

(todemaster 

34 

Jun-00 

MLB 2002 

4 

Sports Baseball 

Sony 

34 

Jun-00 

Mr Driller 

3.5 

Puzzle/Action 

Namco 
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A Virtua Fighter 4 will be Sega's biggest gun this year, and as these arcade screens show, should really push the PlayStation 2 hardware. The VF4 coin-op runs on Sega's new Naomi 2 
board, an update of the technology that made arcade-to-Dreamcast ports so easy in the past. Likewise, Sega says to expect a near perfect translation when the game comes home. 
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Sega work with the "Big Three” com¬ 
panies, besides just supplying games? 
PI1: Well, I think that if you look back 
at what we achieved with Dreamcast, 
it's obviously been the harkening of the 
online console era. No other company 
has done that yet, and we're very eager 
to work with all three of our new friends 
to share what we've learned. 

One of the key things I'm asking the 
guys at all three companies is, what is 
your philosophy on network gaming? We 
believe in it. It's been successful with us 
on Dreamcast, but over the long period, 
Dreamcast is going to ride off into the 
sunset and we need somebody to pick 
up the mantle for us, for what we believe 
is the future of gaming. So, that is the 
level of conversation that we're having 
on a global basis ~ not only the pure 
content conversations, but how do we P- 


PSH: Could you tell us, in your own words, why gamers 
should be excited about Sega's tides on PS1 and PS2? 
PETER nOORE: Weli, obviously, if you look back over 
the last 15 years, some of the most innovative con¬ 
tent that's come out of the industry has been restrict¬ 
ed to people who bought Sega platforms. With that 


Here in the North American market, we 
have great relations with Sony. Our friend¬ 
ly competition of the past will probably 
continue for a little while, but I met with 
them last week and I think we've got a 
great plan in place to bring all of that con¬ 
tent to both of their platforms. 


restriction now being lifted, we can bring 
some of that content — franchises like 
Crazy Taxi, Space Channel 5, the Virtue 
Fighter series. Sonic ™ all of that now 
becomes available to all gamers. From a 
financial perspective, Sega is making the 
right moves and we're delighted that we've 
been able to pretty much wrap up our 
relationship with Sony before getting to 
the nitty-gritty with Nintendo or nailing 
down an agreement with Microsoft. 


A Peter Moore (top) is 
President and COO of 
Sega of America, and 
Charles Bellfield (bot¬ 
tom) is Sega's VP of 
Corporate Marketing. 


PSil: There has been speculation that 
Sega will work more closely with Sony, 
Nintendo, or Microsoft. How might 
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^ The smell of the sea air, a beautiful clear 
sky, trees blowing in the breeze — why 
would anyone want to fight? Anyways, 
check out the multiple light sources high¬ 
lighting Wolf's chest. Sweet, huh? 

surprise and perhaps, even more 
importantly, the adoption rate of 
people going online to play the 
game has been very, very strong. 

So I think that it's not a leap 
of the imagination to believe that 
we can deliver on a PS2, for exam¬ 
ple. We already see that a third 
party's going to deliver a modem. 
We can build our network capa¬ 
bilities into that, and we've proved 
over and over again that we can 
build games that are very playable 
in a narrowband environment. 

PSn: With you guys now in taiks,. 
hopefully Sony will get more 
on the ball with its online plan. 

PM: I hope so, and I think all three 
companies need to, quite frankly. 
We often dismiss Nintendo, but 
Nintendo's hardware is built for this. 
They have as equal an opportuni¬ 
ty as Microsoft and Sony to take 
advantage of this base, and to 
introduce it to a younger demo- 


> take that content and build a 
community and a network around 
it? I'm hopeful that is going to be 
the formulation of some announce¬ 
ments in the next few months. 

PSM: WeVe lost a good portion 
of our life recently to Phantasy 
Star Oniine, so we know what 
you're after. We certainly hope 
to see more games like that. 
PM; Yeah. It's important that 
Sega's been the innovator, whether 
it's Seaman or Crazy Taxi, just push¬ 
ing the envelope In different areas. 
While they're not commercially suc¬ 
cessful sometimes, games like that 


certainly make sure that we don't 
get stale with our content. 

We will not change from that 
stance, and I'm sure the platform 
holders will welcome that. Network 
gaming is something that's very 
near and dear to our hearts, and 
you've experienced it with PSO. I 
hope you were able to interact with 
people in Japan while you were 
playing it, because we think that 
building a global community 
through gaming is key. Now, is there 
a huge business model in place 
already? Probably not, but it's 
going to be the key to the future. 
I think that the platform holders 


who are able to grasp that idea 
have a key differentiator between 
their competition. We believe we 
can bring that expertise and help 
them. We're talking to all three 
companies and all are very open to 
the suggestions that we're bringing. 

PSM: In the future^ can you 
imagine PlayStation 2 gamers 
connecting to SegaNet and play¬ 
ing against Dreamcast owners? 

PM: Most definitely ~ we said in 
our release that SegaNet becomes 
platform agnostic. We see Phantasy 
Star Online as a great example, 
where the sales have taken us by 


graphic that's becoming more inter¬ 
net-savvy each and every day. 

So, it's really the three of them 
that need to get focused on this 
and, as I say, all three in our con¬ 
versations have shown a great deal 
of Interest. All three have left the 
option open, with the way they're 
building their hardware, to have full 
internet capability — I think they 
just need to figure out what they 
want to do. Sony in particular has 
made a lot of noise for a long time, 
but I think, to your point, have not 
really delivered a clear strategy that 
says "over the next 18 months 
this is what we're going to do, ► 



A Aoi Umenokouji practices Aiki-Ju-Jutsu, which focuses on a lot of reversals. She was added in Virtua Fighter 3 (along with Takaarashi, the sumo wrestler), and looks better than ever 
running on Haomi 2. It doesn't hurt that the environment she's shown in is one of our favorites, a winter wonderland with snow that you'll actually push aside as you run around! 
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We stBI can*tbetiewe it — Viit^m0W ^ 
i PlayStation 2 exclusive? Whilo m^^re 
itili drooling over the first screens of 

coin-dp vorsidn, we grilled Sega’s 

tldore and Charles Bellfield to 

through the rumors and get the real ^ts 
on this hi^ announrament ^ 




PSM' ¥#i i I ¥wtuuMghter 4 total 

Of ¥1^11-It.pkt'appear tliere-firit? ■ vj;..- 

PM: Rfgl^pow the only announeement for 
f/g/jfer 4 Is on PS2 — and if I knew more I probably 


would tell you — but right now it's running on PS2 and 
that's it. It's obviously gonna be an arcade game under 
the VFX license, but right now it's for P52. 




PSH: How will tlie l^Xbrantf^.be.ased? tj 
that we've seen so far has been labeled 
FigliterC.. Can you dear this dp? . 

PM: Sure. The last time f saw the development of this, 
in Yu Suzuki's office in Tokyo, there were two trains of 
thought running. There's a VFX logo and a VF4 logo 
right now. Yu-san may determine that he doesn’t want 
to split the brand equity and go all VF4. Until I talk to 
him again, which should be in a couple of weeks, I 
don't know where he's going with it. When he gets in 
development mode, it’s a bunker mentality. He hun¬ 
kers down and doesn't see the light of day. 

As you saw, everything looks beautiful. The one thing 
1 will tell you is that when we were in Yu-san's office and 




.to .bring ;Vlp 
at-Jlie:' of the com-ofl 


!^|/or-sbtiietlmeJa^r? ■ 
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The development of the game for the coin-i 
for the Gonkole has always been done simultaneously 








.diretdy bp |j?ep| l^lpon? ,Qr ' are' they 

:fqrrn?r;g .1 ^ 

PM: NO)® do any farming out. 

CB: He's produdng^ 


-sail or 


PSH: Has 

others about bb^FWitfinii e 

version of Vf4 to be to the coin-op? 

CB: I think the comparisoni to draw i^ Virtua Fighter s 
in the arcade versus Virtua Fighter 3 on the 
Dreamcast it&an extremely faithful conyersioh. 

PM: I can't think of a reason why not, but that may 
be beyond my technical expertise, which most things 
are. I'll be sure to ask the question when I see Yu-san. 


PSI1: When wiH we see the PS2 version of VF4T 
PM: Before Thanksgiving. 


n^that vife ivil! see Vlf^m 


PSM: Do you n 
retailer's sheive| 

CB: Let us just corfecrthaL You will see it before 
Thanksgiving, not confirming whether it's here or In 
Japan at this point Also, we have not announced 
the title for the retail version. 
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A Kage has always been one of the most pop¬ 
ular Virtua Fighter characters, and with this 
wicked new ninja getup, he's sure to remain a 
fan favorite. Just look at the detail! 

^ step-by-step, to bring true online 
gaming to our consumer". 

PSM: Hopefully the console makers 
won't completely dismiss narrow- 
band, because for the next few 
years, that's still going to be the 
way that most people get online. 



PM: Absolutely. We did a lot of 
research with the figures, and broad¬ 
band adoption is being slowed even 
more now. There's technical difficul¬ 
ties, the ability for it to be available 
to so many people, particularly in 
rural communities — it just isn't there 
yet to build a viable business model 
around. It's tough enough with nar¬ 
rowband right now where every home 
has a telephone. We still believe — 
we've proved — that it’s a very 
playable experience in the narrow- 
band environment. Even with sports, 
which are faster, more twitch-style 
games than a Phantasy Star Online, I 
think that one of these guys might 
break away from their broadband 
strategy and say "You know what? We 
could easily put a modem in this thing 
and Sega can provide the expertise 
and the backbone. Let's one-up our 
competitors and bring gaming into the 
narrowband arena right now, and fol¬ 
low up with a clearly articulated 
broadband strategy for the future." 


psn: so, some 
lucky cotisunier 
somewhere in the 
world will have a 
finished copy in 
his hands by this 
Thanksgiving? 

CB: We believe so. 
You know what 
software schedules 
are like. 


Virtua Fighter 4, arguably 
Sega's biggest franchise, will be 
coming home on PlayStation 2 
as early as this Thanksgiving. 


PSM: 'When will 

yve ,b€ to gat 

ouf ’first g’iinpss 

of the game 
ning bn an actijai 
PlayStation 2? 


know yet when 
that's going to 
happen. Again, the 
first opportunity 
^ ..1 for us to do any- 

; ' thing is probably at 

the Tokyo Game Shovi/ apthe end of March, and I’m 
sure that's too soon. We j||t don't want to put that 
stuff out before it’s absolutely ready to be shown. 

CB: Don't worry guys, well get it done and send a 
copy over to you just as soon as we possibly can. 




we said ^ because Virtua Fighter 3,1 think, was a little 
bit of a disappointment, particularly when you held up a 
game like Soul Cafibur — but Yu Suzuki said "This will be 
the greatest fighting game evetl' He’s not one to throw 
that stuff around flippantly. - 


PSM: I certainly hope so. Moving 
on, are there any plans to develop 
a joint title with Sony? P' 
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^ PM: I'm sure that as we get fur¬ 
ther down the line, into what I call 
the rhythm of being a third-party 
developer and publisher, we'll have 
more time to look two years in 
advance and work together at the 
front-end with a Sony or a Microsoft 
or a Nintendo. There are some 


interesting things that we could do 
together, like the meshing of char¬ 
acters. Think of Sonic and Mario 
being brought together, with Yuji 
Naka and Shigeru Miyamoto work¬ 
ing together on a game — what a 
blockbuster that would be. 

So, I think that those opportu¬ 


nities are clearly there. I'm sure 
that those types of decisions right 
now are being discussed in Japan 
between Sony and Sega. With the 
innovative content that Sega can 
bring to a platform and the com¬ 
petitive nature of where the big 
three now need to be to differen- 


PSM: So then, as one console 
dominates at a particular time, it 
will influence your decision... 

PM: I think so. As much as you like 
a company, if they're a distant third 
you can't afford to focus your 
resources on them. I'm not saying 
that's one company or another, but 




m 


I 41^ 


tiate themselves, it's not a stretch 
of the imagination to say that 
there's going to be a lot of collab¬ 
orative efforts. Those things gen¬ 
erally take two, two-and-a-half, 
maybe even three years from insti¬ 
gation to delivery to retail if they're 
going to be meaningful titles. 




# ii 

; || 


▲ With the massive power of the Naomi arcade board (and the PlayStation 2), Virtua 
Fighter 4 features an unprecedented amount of environment detail for a fighting game. 


BRINGING BACK 


THE CLASSICS 


PSM: WItli ifie racfeiit success pf 
Phantasy Star-s revival Will we 




iBI Yeafi. Oh yeah, sure. An exam¬ 
ple there is Phantasy Star. 

seeJhe^rej^rii.of other 

Any chance that you could 
QaMen Axe, Streets' us some hints as to which 

0^rtihj>h':Piav^iyik)h:^2?v.! :^^^KS atur^ will be brought 

PM; Well, we shipjjed our 
Poc/f/Dreamcast bundle three 
weeks: ago now, which features a 


i^Poyer-toPSone?. . 

PM; We're kind of delving through 


number of those games in Genesis 
form i running on an emulaton It's 
had huge success, taking #en our¬ 
selves here by surprise. 

So, yes, the j ewels that any cq n- 
tent company has is primarily driv¬ 
en by its back library, particularly as 
we look at hand-held and what we 
Can bring to Gameboy Advance, 
and so forth. One of the things that 
we must find out from our end is 
what we can possibly bring to 
PSone, and that's something that 
we're looking into, 

CB: We haven't made any 
announcements about specific 
titles, but you will definitely see our 
back catalogs coming to new plat¬ 
forms in refreshed games. 


that right inow. Wemight do some 
original stuff. We're a great believer 
in anything that's got that big of an 
install base. So, we're actively 
researching that right now, both 
from a technical perspective as well 
as a marketing perspective of what 
content's gonna work and what we 
can bring to that platform. 




PSfl: In updated versions? 


PSM: Speaking on behalf of mr 
readers, everyone want 
PS 2 Panzer Dragoon 
maybe Panzer Dragoon Saga 
brought to the PSone. that was 
an excellent title that, because it 
came out so close to the end of 
the Saturn, didn't get the expo¬ 
sure that it deserved. 

PM: If I were a betting man, I 
would say that your readers will not 
be disappointed.’ 


PSM: As far as working with 
these companies, will Sega focus 
more on exclusive titles for each 
console, or games that it can put 
across multiple platforms? 

PM: We're not going to focus 
everything on exclusive titles — I 
don't think that business model 
works. Clearly PS2 has a very com¬ 
petitive advantage versus its com¬ 
petition because it's first to market. 
We also believe the PSone has a 
lot of life left in it, and we need to 
continue to explore how we can 
bring over content from our previ¬ 
ous platforms that are compatible 
with that generation of machines. 
I don't think there's a clear strate¬ 
gy to say we're only going to do 
exclusives or we're not going to do 
exclusives. I think it's somewhere 
between the two — that's pretty 
common as a third party. 


you've got to fish where the fish 
are. I do see a strong relationship 
building between Sony and Sega 
that certainly puts Sony in the dri¬ 
ver’s seat right now, because 
they're finally catching up with the 
production of PS2. When we look 
at where the installed base is going 
to be this holiday and going for¬ 
ward, clearly PS2 has the advan¬ 
tage over Xbox and Gamecube. 


PSM: Can you say what amount 
of Saga's efforts will be placed 
behind PSone and PlayStation 2 
versus the other consoles? 

PM: I guess the significant amount 
of effort is on Sony platforms for 
right now. One of the things that 
we're trying to work out is how we 
play on PSone. What can we bring 
to that? We can't port down 
Dreamcast games very easily — if 
at all, in some instances. As for 
what we develop from the ground 
up, we're still — as many compa¬ 


nies are — working our way 
through the PS2 dev kits and fig- 
uring out what's applicable and 
what isn't. So, I think it’s fair to 
say that In the short term, we real¬ 
ly need to catch up with our ► 








A Akira and Wolf square off on Jeffry's island. Just look at the muscle detail on Wolf! And 
Akira’s no slouch either, with a gi that flaps and conforms to his every movement. 
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A Lau is perhaps the best example of the stunning amount of detail going into this game. Looking at the detail in his face, it’s easy to see 
making the realistic characters in Shenmue (Yu Suzuki's last big title before taking on VF4) have had a big influence. However, this game goes 1 






platform, where gamers could 
evenly compare their Madden fran¬ 
chise versus our NFL2k series. 

I don't think that EA are overly 
paranoid about Sega coming on, 
but there's been some animosity 
because EA chose not to support 
Dreamcast. We are relishing the 
opportunity, on a pure head-to- 
head basis, to take on their content 
versus ours. I think that's good for 
gamers, because it will drive us 
both to greater levels of quality in 
our content. So, what's behind EA's 
comments? I guess you'd have to 
ask EA. We're very confident of 
our position in the marketplace and 
what we can achieve. 


that it's a role that has potential for 
us, but right now there is no defin¬ 
itive plan to say "we're going to 
jump on this platform because we 
don't want that one to succeed." I 
think all three platforms recognize 
the power of what Sega brings and 
it's unlike any other line-up of con¬ 
tent that any other publisher has in 
the marketplace right now. 


Snow falls, flags wave in the wind, 
clothes move realistically ~ details 
like these bring the game to life. 


PSri: While most people support 
Sega’s new direction, some com¬ 
panies, like EA, have stated that 
they don't think it's a great idea. 
Do you think some third-party 
competitors are scared? 

PM: Let's focus on EA and the one 
common denominator that's made 
us both successful: sports. Our 
Sega Sports brand is a very pow¬ 
erful part of what made Dreamcast 
successful in the early going and 
kept it going in difficult times. 
Sports is a major part of Sega's 
overall revenue, particularly in the 
U.S. It's been many years since 
Sega and EA met on the same 


PSM: When will we start to see 
the Sega Sports line on PS2? 

PM; Not that we can announce, but 
I can tell you that we recognize 
the position that the PS2 is going 
to be playing in the market in the 
next 18 months. With that in mind, 
plans are already being finalized 
and resources being allocated ► 


resources can have an incredible 
effect on the success of one plat¬ 
form ~ maybe not to the detri¬ 
ment of the others. If a platform 
is looking for that level of content, 
that's a huge advantage. So, the 
fundamental question is "Can we 
play king-maker?". 1 certainly think 


> third-party competitors. At this 
point we do have a disadvantage, 
in that the other guys have an 18 
month head-start on us. We've got 
more of a clean slate on Xbox and 
Gamecube. However, we recognize 
that that 18 month start also 
equates to larger installed base 
numbers and we need to chase 
after that as quickly as possible. 


PSM: Do you feel that Sega has 
the ability to be a deciding 

factor in the upcoming consoie 
wars, based on which titles it 
brings to which systems? 

PM: I look back at the launch of 
Dreamcast and a title like Soul 
Caiibun It came from Namco and 
had a huge effect on the success 
of our launch, and it was exclusive 
to our platform. It was very integral 
to the great first weekend and the 
great Christmas that followed, and 
that game continues to sell for 
Dreamcast. Does a software pub¬ 
lisher have the potential to deter¬ 
mine whether a platform lives or 
dies? I don't know. It all depends 
on what level of content you can 
bring to the other platform. 

I think that Sega marshaling its 
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A Could we be any more stoked to get our 
hands on a copy of Virtua Fighter 4? 
Answer: no. With amazing graphics and 
new gameplay features such as full, free 
3D movement for every character, Sega 
will set the standard that all other next- 
generation fighting games must meet 
We've also heard that the game will 
be more accessible to beginners, possibly 
by automating certain tasks (kind of like 
the auto-blocking in the Street Fighter). 
Advanced players shouldn't worry, though 
— the game will still be plenty deep. 


















don't mean anything. So I think that 
bringing two creative companies 
together that clash rather than 
compliment is a difficult thing, i 
don't think there was much chance 
of that happening at all, regard¬ 
less of what you may have read. 


PSH: While we're talking about 
rumors, I read somewhere that 
Charlie had said that Sega had 
59 titles scheduled for release by 
the end of fiscal year 2001... 
Charles Bellfleld: That's 59 titles 
already in development across all 
platforms worldwide. 


PSH: Did you also say that 29 
of them were not on Dreamcast? 

CB: I did not say that. 

PH: I think he was misquoted. 


PSH: So there's no way yet of 
calculating just how many Sega 
games there will be for plat¬ 
forms other than Dreamcast? ^ 
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petit!vely go at each other. I like it 
because it shows a belief in your 
product, where you feel strongly 
enough to call out the other guy 
in the advertising and take them 
on. I think it benefits the consumer 
because it makes everybody strive 
to prove the other guy wrong. 

As a company, we have 
nurtured a brand over the years 
that has perhaps been the most 
irreverent of the big three, and 
when I came on to run marketing 
I wanted to keep that going. So 
while you've seen some pretty 
irreverent and maybe inflammato¬ 
ry comments in ads from us, it's 
all done in the spirit of competition. 

From our point of view, I've 
always maintained a good working 
relationship with people at Sony, 
and there’s never been a deep- 
rooted animosity where everything 
got personal. Sony has, both in pri¬ 
vate and in public, expressed a 
great deal of admiration for our 


content and we express a great 
deal of admiration for what they’ve 
done with PlayStation and what 
they continue to do with PS2. I 
think we can benefit from each 
other very greatly. 


► to titles for 2002. Clearly, 
PlayStation 2 plays into that, and 
when you put the importance of 
what the PS2 will be in the mar¬ 
ketplace with the importance of 
what Sega Sports will be to us, it's 
easy to see how the two need to 
be linked very quickly. 


PSH: In the past, Sega has 
criticized Sony's PS business... 

PH: We were only kidding! 
[laughter] 


PSH: Has your view of their 
business changed since, say, the 
launch of Dreamcast? 

PH: This industry has always had 
a rich history of marketing cam¬ 
paigns like "Ninten-don't" or what¬ 
ever, and I think the gamers like 
that. They love to see the platform 
companies go at it. Even from out¬ 
side of the industry I looked at it 
and I always thought it was very 
healthy when people would com- 


PSH: Was there ever a chance 
that Sega would be bought by 
Sony, Nintendo, or Hicrosoft? 

PH: No. Conversations about high- 
level collaborations are always 
being had, but buying a creative 
company is a difficult proposition. If 
a company's employees are 
dragged kicking and screaming into 
something, or if the cultures clash, 
1 think it's a very dangerous thing. 
It's one thing when two banks buy 
each other — then you get physi¬ 
cal things like customers and loca¬ 
tions and you can always replace 
the employees. But we're talking 
about creative communities, that's 
our core — that, and our brand 
equity. Our buildings and real estate 

































































































































































































































































































































1 ^ 1 / 


When you see this level m action, you 
realize that the birds also fly low, right 
through the middle of 
the fighting area! 
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► PM: Well, yeah — not that we'd tell you 
[laughter]. With a lot of titles, we develop a 
lead version, and then as the game moves 
along we determine whether we port It across 
to other platforms. So, even if something is 
trucking along right now on Dreamcast, for 
example, there's nothing to say that it 
couldn't go elsewhere once it's further along 
in its development cycle. 

PSM: Sega has said that it will look at each 
game that it develops and evaluate which 
console would be the best fit for it — that 
sounds like Sonic is a shoe-in for Gamecube. 
Is there any chance that well see Yuji Naka 
and his Sonic team doing PS2 games? 

PM: Remember, Naka-san did Phantasy Star 
Online. Phantasy Star Online 2 — should such 
a beast ever come out — where would that 
fit? Naka and Sonic are obviously intertwined, 
but he's bigger than just Sonic. So, the Sonic 
demographic — which isn't as young as some 
people think sometimes — might fit well for 
Gamecube, but he has other content within his 
teams, such as Phantasy Star, which may not 
fit as well with a Gamecube demographic. 


PSM: Do you think that Sega's teams 
find specific consoles that they like to 
develop for more than the others, and then 
make games mostly for them? 

PM: I think you will find that certain teams will 
get a liking and a comfort level with a partic¬ 
ular piece of hardware, and that might dic¬ 
tate their content. But going forward it makes 
no sense to bring out something that's con¬ 
trary to a console's demographic. 

PSM: What about completely original titles? 
Can you predict when we might see the first 
totally new PlayStation 2 exclusive game, 
or even Xbox or Gamecube exclusive games, 
coming out from Sega? 

PM: I couldn't predict right now — I'll know 
a lot more when we go over to Japan In a cou¬ 
ple of weeks. We are under full development 
on all platforms and I think a lot of those deci¬ 
sions are on the cusp of being made right now. 
Those announcements may be as early as E3. 


PSM: Cool. A lot of people are excited to 
see just what Sega can do with the PS2 
that's just completely new and original. 

PM: Yeah, I'm sure. I'll start poking around 
when I go over there and I'm sure I'll find some 
real gems are underway. We have a brilliant 
set of developers and I'm sure they're going to 
get things out of the PlayStation 2 that nobody 
would have dreamed of. 

PSM: If you had to personally place money 
on the outcome of the next console war, 
who would you pick as the winner? 

PM: I don't think I'm in the position... I don't 
think anybody's in the position, because we're 
all having to place bets. Like any publisher, you 
have to spread your bets until you get better 
information on the field, and we're still gath¬ 
ering that information. We're doing it on a per¬ 
sonal level by visiting the platform-holders. It's 
an interesting race because all three compa¬ 
nies have something different going for them, 
whether it's a head-start with an install base, 
a rather large checkbook, or a track record 
of always doing things well. Our philosophy 
right now is to focus on all platforms and to 
start, as I say, getting in the rhythm of being 
a third-party developer and publisher and see¬ 
ing where the cards lie. 

PSM: What will your presence be like at the 
E3 show this May? Will you still focus most¬ 
ly on Dreamcast? Will you have games for 
other consoles to show? 

PM: It's going to be down to the wire, it always 
is. We try to squeeze the development stu¬ 
dios to get playable demos to us, and that 
takes time. Our focus with Dreamcast is still 
extremely important to us. We've got a lot of 
great content coming out. We've got hard¬ 
ware that's moving very well. My hope is obvi¬ 
ously, that we'll be able to show demos run¬ 
ning on other platforms as well, 

PSM: Well, that's all of our questions for 
now — thanks so much for your time. We 
certainly wish you the best success in the 
future, and we hope that you'll give a lot 
of support to us PS2 and PSone owners! 
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Af!erburner 

i^fter^jrner revolutionized 
flight cinibat. Today's hj- 
end graphics could take the 
game's full-throttle action to 
a whole new level. 
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Hong-On 

A lot of bike racing games 
have followed, but Hang- 
0 / 1 , with its fun arcade- 
style controls, could come 
in and take over the genre. 



,-v 




Shinobi 

This is one of Sega's most 
loved franchises ever 
what happened? Fans will 
always love ass-kickin' 
ninja action. 




Sbee!s of Rage 

This popular Genesis series 
could be brought back as 
the next generation beat- 
'em-up that The Bouncer 
should have been. 



Golden Axe 

In the same way that 
Streets of Page could be 
brought back to revolution¬ 
ize the action genre, so 
Could Golden Axe. f 


Panzer Dragoon 

The Saturn's only great 
original series is primed for 
a comeback. Sega's drop¬ 
ping major hints that we'll 
see it again soon. 


PM: Yeah, we look forward to talking with you 
again, and having more of these chats as our rela¬ 
tionship with Sony develops and we have more 
announcements to make. As things become more 
concrete, we will certainly share them with you. We 
want to start building that bridge to PlayStation 
owners, and this is a great way of doing that. 
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AfFer so hours wi^h Fhe demo, ^his 
game is all il’s cracked up lo be 




\ 7e've sunk hours upon hours into 
i j I / playing the /iGS2 demo, and you 
■ / want to know the really scary part? 

We're don't plan on stopping anytime soon. 
This game is just that damn good. No matter 
how high your expectations are, rest assured 
that Konami's top gamesmaster, Hideo 
Kojima, and his team will meet them. 

If you watch all of the story scenes and 
aren't in a hurry, it will probably take you just 
under an hour to finish the entire demo your 
first time through. However, if you practice 
and take the most direct route to the boss, 
you can whip through in two minutes or even 
less. Don't let that worry you though, 
because there's plenty to see and do, 
enough to keep you playing this demo 
longer than you would many full games. 


The great thing about this game is that 
there's just so much that Snake can do. His 
many new moves, plus the fact that the ene¬ 
mies are much smarter than before, make 
for countless different scenarios. We've 
amassed a ton of classic “MGS2 stories", 
memorable situations that we ended up in 
that are either hilarious or just plain cool. 

The basic gist of the demo is that, since 
the events of the last game (which took 
place two years ago). Revolver Ocelot has 
sold the plans for the previous Metal Gear to 
nations all over the globe, and a deadly new 
arms race has begun. Snake has been sent 
to sneak onto a ship and get info on a new 
type of Metal Gear that's supposed to be 
onboard. But when terrorists take over the 
ship, the crap hits the fan and away we go... 
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I Welcome to the I1G52 demo! This is the screen that comes up when you first load up the 
game. You can select “Previous Story" to read an 11-page synopsis of the previous game, 
or "Special" to see all of Snake's different moves being performed. When Snake first 
appears, we're not sure it's him — that is, until he activates his stealth suit. 


; Once cioaked. Snake starts to run, then 
dives off the George Washington bridge in 
New York. Don't worry. Snake's got a nice 
bungee cable to slow his descent, j When 
Snake lands on the freighter below, his 
impact disables the stealth suit — bummer. 
Snake says that he hadn't planned on rely¬ 
ing on it too much, anyway. J Snake takes 
a look around, slowly stands up, and the 
adventure begins. Nice cinematic intro, 
huh? i But what's this? Revolver Ocelot 
watches Snake from a nearby chopper, and 
seems to have been expecting him... 


This is Snake. 

Do you read me, Otacon? 


Recognized, but etill 
fringe, Otacon, 


Clgairottee 


ij health 




1D-U Once onboard the ship. Snake con¬ 
tacts his old buddy, Otacon, via his Codec. 
It's been two years since the events that 
took place in the first tietal Gear Solid, and 
the two now work for an anti-netal Gear 
group called “Philanthropy", a fringe 
organization that's just barely recognized 
by the United Nations, but is still fringe. 
'U Like always. Snake starts his mission 
carrying a pack of cigarettes — he says that 
it's a good luck charm. J > Snake's mis¬ 
sion is simply to get info on the U.S. 
Marine's new Metal Gear prototype that's 
on the tanker, but that all changes when 
Russian terrorists arrive and take control. 
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time to get sneaky! The deck is a good area 
to get your feet wet, because there aren't 


to hide. Here Snake shows off his new 
"look around the corner" move, which is as 
useful as it is cool looking, i J j You'll 
quickly learn that if knocked out guards are 
left lying around, they'll be discovered. So, 
why not just throw all of your fallen foes 
off the side of the ship? There are two 
gates where you can do just that, i; All of 
the lights that you see can be shot out. 


There are plenty of items lying 


where to look. A few rations never hurt, 
and hardcore fans of the series will be glad 
to see that a cardboard box can be picked 
up right off the bat. ^ t; One of Snake's 
coolest new moves is that he can hang from 
almost anything, and even drop down on 
unsuspecting guards below, knocking them 
out. Snake can only hang for so long, until 
his "Grip" meter runs down. A basic strate- 
gy is to hang around until an enemy passes, 
then hop up and attack him from behind. 




While aiming in first person, you'll pull your gun back if 
you're too close to something. Snake carefully tiptoes 
over bodies. While inside a box, you can peek through 
the handle. You can knock locker doors off by punching. 
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;" There are several watertight doors 
that lead to the inside of the ship, but 
not all of them will open depending on 
the difficulty level selected. You can 
hold the triangle button to open the 
door slowly, or tap triangle to open it 
fast. M' With his back up against a cor¬ 
ner, you can press square to make Snake 
pop around for a quick shot. On easy 
difficulty, the cameras are stationary, 
but on hard, they scan the room. 

There are plenty of places for creative 
players to get the jump on the guards. 




' ? One of the last rooms in the demo is 

this supply room. You can get a wet card- 


one from in here. Once you pick it up, you 
will trigger a guard who comes in — luckily, 
your box disguise fits right in with the other 
boxes. 0 If you don't feel tike hiding in your 
box, just take the guy out. You can still aim 
your gun white you're lying down, so crawl 
underneath the supply rack and knock the 
guy out with a well-placed tranquilizer, i t 
After knocking out a bad guy, you can drag 
the snoozing lug anywhere, even up stairs. 
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vlit the Darknesa of Shadow Motet 
Thoi Unofficfat Truth** 

Author; Naetaaha Romanonko ^ 
Reviewed by George Franklle 'fM 
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This demo's so cool, it's even got stuff to keep you entertained while you aren^t 
playing. You can read a very entertaining account of Snake's previous adventure, 
or... You can watch movies of Snake demonstrating all of his cool new moves. 


ber of the terrorist forces, and your first 
boss fight. It turns out that she's the 
daughter of the Russian colonel who seems 
to be in ctia^e of things on deck. 


Father, I want to tight together 


Need I remind you that you are 
carrying my grandchild? 


_I 

- -■ ' ■' • •'. ■ ■ - -' ■ *■■ =.‘'‘ .L'V -L-. I-!. ..'.’.>ie*-'i .-ii J.;/ 






M- 










R:i 







0M 



1 - When 

Snake : 

itani 




ts lik 

i this one, i1 

L seems 

likel 

lie's 





















































































































































































































































wmmmfsit 




, *i'a 4 ;- 


mM% 

^ 1 1 * t ,'t'"'A®''■ 

.vUiVVv^A .V; 7 




■’i ; "■': 


Ssi&WS-'jiS;® 






Jit- 


mm 


__ 


aai» 3 S@ii# 

it/? W 


►■w-W 




,'Jlll(lJ*j»!k.-.-V>i^W. ■ . 








M'MWI 


■itswwr*’ 


MKfefe 


lip: ■ : 

L.\ii''iflW:S.JSL'’u’.. 1 Vi m., u'V 


:;t 






dm. 


3:-W»tw« 




Htii;;i-;t^-5>!Vfes- 
















I *r’ 5 ^ ^ 










> ■ ' • T ,'7 


Uptriii'iifCW' 






■' '■ a- 




Whoever you are, you're 
hot:>iopping u$ t 


7^^ 7i Snake gets the drop on the mystery 
woman, and the following story sequence 
is one of the coolest scenes we've ever 
seen in a game. Get ready for some Natrix- 
style action! : : Time for a boss ftght! The 
action here is way cool — the only down¬ 
side is that you know you're about to finish 
the demo. Each of you are separated by a 
wall in the middle of the battlefield, so it's 
a pure gunfight. < c During the battle, 
Olga will occasionally stop to talk, giving 
even more insight into her character. 


Let's take a look at all the things Snake can bust a cap into. First off, these hanging pots in the galley make a nice "pang" noise when shot. You can even shoot napkins, and 

This bucket filled with ice cubes. If you watch the ice cubes, they melt — and the ones closer together melt slower! 


flelons, and 


Bottles, and... Ilagazines, and 
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If you hide for too long, Olga will flush 
you out with a grenade, l'~ Beating Olga 
means the end of the demo, but you're 
treated to one last cool story scene. ' j- 
Snake looks up and realizes that he's being 
watched by a hovering camera. Snake 
seems surprised, in that he recognizes the 
unit as something called "Cypher", but 
seems puzzled as to why it would be here. 
As the camera pulls back, the demo comes 
to a close (sob...K You're graded on sev¬ 
eral different criteria, and given a "Clear 
Code". Enter it at www.kcej.com to see 
how you rank against the world's best! 
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SONY CEA 

IMCOCNTO 

iim 

ACTSajJ 

HI 

TAATURE 



The next level of car combat 



im m fat serial killer hiding 
m i W behind clown make-up, an 
w .Mil 1 insane preacher excommu¬ 
nicating and executing the unholy, a 


psychotic Vietnam vet who craves 
human flesh, and 12 other creepy char¬ 
acters make up the cast of Sony's new 
Twisted Metal Black. Thematically and 



RGHTING TECHNIQUE 

Learn your character's special techniques, as well as each weapon's 
advantages, to easily dispose of your enemies. 


atmospherically, TMB deviates far from 
its predecessors (an understatement, 
by the way), with much of the game 
containing adults-only material. 

This shouldn't imply that TMB 
simply relies on shock-value, although 
the priest's super attack, which hurtles 
condemned sinners attached to a 
bomb towards enemy vehicles, is a suc¬ 
cessful cheap thrill. The back stories 
that accompany each malicious cast 
member are weil thought out and 
interesting, in a sadistic way. The 
rivalries built around certain characters 
provide further distinction and person¬ 
ality, as well as add more impetus for 
destroying opponents. 

The reiationship between Sweet 
Tooth (our killer clown) and the Insane 













Preacher is especially interesting. Just 
before Sweet Tooth meets his death in 
the electric chair. Preacher curses him 
to live forever with an eternal fire 
burning his skull. At this point. Calypso, 
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ULTIPLAYER CHA 


The multiplayer games are extremely fun to play. Even if four 
people are playing at once, Sony promises that gameplay quality 
won't degrade, meaning high res and 60 frames per second. 


the TMB tournament coordinator, steps 
in: he persuades Sweet Tooth to join 
with promises of revenge by also con¬ 
vincing his nemesis, Preacher, to join. 

Besides fascinating — albeit 
grotesque — story lines, TMB offers 
tight gameplay, and many gameplay 
additions. In particular, there are a 
bundle of new weapons and combos to 
employ that actually require technique 
to use optimally. For example, certain 
weapons and power-ups can only be 
accessed by performing Street Fighter- 
type moves, which adds further depth 
to TMB’s combat system and elevates it 
above other games in the genre. 

Other gameplay features include a 
total of 15 characters, 21 completely 
original stages (the ones I saw were 
well-designed, large, and very interac¬ 
tive), and new gameplay modes, such 
as an in-depth Story mode. 

None of these pleasant improve¬ 
ments would really matter without 
precise controls, though. Fortunately, 
TMB’s controls feel comfortable and 


intuitive, but 1 did encounter a slight 
problem when trying to perform the 
Sf-type moves. Although they're easy 
to learn and simple enough to execute, 
they require you to remove your 
thumb from the analog stick, which 
temporarily hinders mobility. Players 
can alternatively use the D-Pad for 
movement, but using analog is 
obviously more comfortable. Whether 
this will ultimately be a problem only 
time will tell. 

In the end, however, TMB is already 
an awesome game, even in its 
incomplete stage. So, stay tuned 
for even more juicy gameplay and 
story elements. 

^ Tokoya 



The elements that will surely attract the 
mainstream, and stand out most, are the 
adult themes found in IMB. 



^▼ Devising the best way to MM to you 
thanks to the fighting system and hugeT^ts. 
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SNEAK 

AHACKS 

Although you have a radar, on 
many occasions you may get hit 
from the side, behind, or above. 
Attacks from above are espe¬ 
cially tough, since it's hard to 
retaliate. 






IDWSlHlliI 


An up-close look at 
the game in action 


< The radar screen reveals 
the locations of your enemies 
Since the levels are much 
larger, this can be quite 
handy in finding targets. 


< This can is one big 
explosive power-up. 
When launched, the 
landing point is 
marked by 


▼ Don't underes¬ 
timate the power 
of ramming your 
opponents. This 
is a great 
technique when 
followed up with 
another weapon. 


closer to the center 
your enemy is, the 
more damage he 
incurs. 




GAS CAM 
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There are a large number of 
characters to choose from. 
Each one possesses his or her 
own unique look, strengths, 
and weaknesses. 
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asing a game heavily on the 
precedents that the Tony 
Hawk 


In the fashion of TH2, Matt Hoffman 
puts players in a variety of 


To dissipate the stress caused by such 
intense 

Runecraft was sure to add a number of 
other subdued modes of pi ay. Practice, 
Course 


These include H.O.R.S.E 
Derby, and Graffiti. 

The interface mimics TH2, which 
means that jumping, performing goofy 
tricks, and grinding are executed the 
Activision has made only one 
slight modification: skateboards have 
been replaced with bikes. So instead of 
olleying, you'll be bunny hopping your 
way to victory. While this alteration only 
affects gameplay minimally, it's actually 
quite refreshing after a long session of 
TH2, yet the similarities wili keep fans 
glued to their controllers for hours. 

Although Pro BMX will introduce 
very little new to the videogame world, 

be sure to 


Destruction 


arenas 


career 


games set isn t 

necessarily a bad thing. Some will 
criticize Matt Hoffman for lacking origi¬ 
nality and a unique flavor of its own, but 
such pessimism still won't detract from 
the game's fun factor. 


multitude of insane ramps to jump. 
Obtaining certain items, such as tape 
and money, and meeting certain trick 
and point objectives are the focus of 
the gameplay. 


and Single-Player 
modes will all make an appearance. 
Plus, all of the nifty two-player garries 
we've come to love will be available. 


same 
















fans of the genre should 
watch for this one in May. 
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> Tokoya 
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Witii a huge number of real bike riders, 
real band music, and W2 gameplay, this 
should turn out to be a blast 
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his summer Core Design, 
known largeiy for the Tomb 
Raider series, wili take you 

on an adventure into the dilapidated 
bowels of a futuristic city that continu- 



JnVrrr.- 


ally grows skyward. Long in develop¬ 
ment for both PC and PS2, Project 
Eden is a quasi-survival horror game 
steeped in squad-based combat and 
puzzle solving. In addition to the ability 
to toggle between first- and third- 
person POVs, you and up to three 
friends can play via split-screen or four 
linked PS2s to controi the entire squad 
in the story mode. 

As the story goes, four skilled 
members of the elite Urban Protection 
Agency must descend into the dark 
labyrinth of service channels and 
deserted foundations of the towering 
metropolis, where only criminals, 
degenerates, and the occasional 
ungodly beast roam. Previously, a team 
of technicians had gone to investigate 


malfunctioning factory equipment and 
disappeared. Through the UPA's inves¬ 
tigation, a potentially catastrophic con¬ 
spiracy involving the manipulation of 
DNA is uncovered from the subterfuge. 


PE promises to be much more than a 
frenetic shooter. Solving puzzles and 
resourcefully managing the skills of 
each squad member are also core 
game play elements. Players must also 



Clearly, level design is crucial to the story, puzzle elements, and 
maintaining suspense. Not exactly Eden, but looking good so far. 
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P£ is a promising action/adventure shooter 
featuring puzzle solving, unique squad- 
based strategy and multiplayer elements. 


i Ghiihos^^ptiaitoates WB^ to story mode, but if you'll 

on linked l»S2s, expect a slower ^merate split-sere^. 


keep a close eye on the group's energy 
supply, which can be exchanged 
between characters. Energy is used for 
defense and HP, powering weapons, 
and controlling remote-controlled 
machines (including a hovering camera, 
a mobile rover, and sentry guns). 

Often, In a squad-based game, the 
quality of artificial intelligence can 
make or break the title. While other 
characters should act intelligently by 
default in the single-player mode 
(defending and positioning themselves 
logically), Project Eden will offer more 
hands-on squad control. Not only can 
you take control any character at any 
time, you can also issue simple stay 
put, follow, or "freelance" commands 
during pauses in gameplay. 

Project Eden should offer around 
60 hours of gameplay, and the gritty 
story and multiplayer capability 
(including four-player deathmatch) 
should keep us holding our breath. The 
game will be released this summer. 

^ Tommy Layton 
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While Pf also 
offers a third-person 
POV, n»e classic 
view is siwwn heffer 
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Apparently, because of some 
conspiracy involving gea<@tic 
mutation, the sewer dwellers 
will sometimes morph Ntto 
something more formidable 
right in front of you. 
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A The HUD repre¬ 
sents each of the 
four squad 
members at all 
tiines. Importantly, 
it monitors each 
characters HP and 
the level of energy 
available for 
each weapon or 
tool selected. 
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A radar of sorts 
gives ydii an indica¬ 
tion of ymtr team’s 
and your enemies' 
positions, and a 
compass helps you 
keep your bearings. 
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ext target could be anywhere. And if you can’t hit it quick, you’re 
sunk. But that’s Point Blank^S.The targets keep coming. 


And the action never 
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or anyone who has been 
wondering when we'll 
starting seeing some 

seriously fast framerates out of PS2 
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racers, Rumble Racing looks to be what 
you've been waiting for. No kidding, this 
thing is wickedly fast — apparently in 
excess of 60fps, though it won't drop 
any lower. In fact, it's unquestionably 
the fastest racer we've ever laid eyes 
on, PS2 or otherwise. If pressed, we'd 
say that the speed comes at the 


EA's arcade racer gets tricked out—literally 


sacrifice of some environment detail 
(the courses look good, but somewhat 
sparse at this point), but we think a 
nice balance has been struck overall. 

While the amazing speed is 
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certainly a plus, it's the game's SSX-like 
stunt mechanics that have really been 
causing a stir around the office. While 
not as technical as its snowboarding 
cousin, the fact that one can cause their 
cars to tumble, barrel roll, and perform 
multiple combinations of both from 
jumps is nevertheless a nice gameplay 
advance over NASCAR Rumble. As in 
SSX, performing tricks rewards you with 
nitro boost — the better the trick, the 
more boost Each of the game's courses 
also have lots of well-hidden shortcuts. 

We also had the chance to check out 
the game's championship mode. Placing 
first in each championship is the means 
by which new cars and courses will be 
unlocked, so there's definitely some 
serious replay value. 

^ Randy Nelson 


It’s fast, furious, and the trick system has 
really taken us by surprise. Arcade racing 
fans: keep your eyes on this one. 


m 

i4 

The exaggerated collision 
physics and wealth of power- 
ups really give the game the 
feeling of a car combat title. 
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uite recently, we've started 
to see an increasing 
number of PlayStation 2 

titles show up that look simply 
amazing. What's important to mention, 
however, is the fact that these games 
are often being developed by 
companies with little to no experience 
in the console world. Rune: Viking 
Warlord is a perfect example of this, as 
it's being worked on over at Human 




Head, a studio seemingly far more 
familiar with the workings of a PC than 
anything else. Yet, it's managed to pufi 
off one of the more visually impressive 
PS2 titles so far, and that's saying a lot. 

Rune follows the journey of a Viking 
hero named Ragnar. Chosen by the 
gods to defend humanity, Ragnar must 
stop the evil masters of the nether¬ 
world from bringing about Ragnarok. 
Now, for those of you who haven't 
brushed up on your Viking folklore, 
Ragnarok is the supposed day that 
man, god and giant will battle each 
other and offhandedly cause the 
destruction of the earth. OK, that's not 
a good thing. 

While Rune has a similar camera 
perspective as the Tomb Raider titles, 
as well as share some of the same 


gameplay mechanics, there's definitely 
more of a focus on combat, as well as 
exploration. Ragnar will find himself in 
a lot more sticky situations than our 


female explorer ever did, so he's gonna 
have to have a much larger arsenal and 
a lot more moves at his disposal. 
Fortunately, that's the case. With over 



















The game's engine does a great job of handling lighting effects and 
displaying them in an extremely realistic manner. 
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7,000 frames of animation and at 
least 15 distinct weapons, the 
Viking hero should be ready for 
any situation that befalls him. 

Despite being originally 
released on the PC, Rune: Viking 
Warlord has gone through a few 
major changes on its path to the 
PS2. The developers feel this 
version will be the definitive one 
and plan to include several 
additions to support that cialm. 


New levels have been added on, 
one of which will be designed by 
Spawn creator Todd McFarlane. 
There's also going to be a few 
monsters to vanquish, such as the 
well-known Hellhounds and the 
extremely powerful Frost Giants. 
On top of all that, there's a multi¬ 
player mode, where you can 
square off against your friends, 
and a general improvement in the 
overall graphics. 

Visually, as you can tell from 
these screenshots, Rune is going 
to end up being quite impressive. 
The detail level in the textures is 
breathtaking and the lighting 
effects already look spectacular. 


All that remains to be seen is how 
smooth the finished product will 
run. We're predicting a rock-solid 
SOfps, which should do a lot to 
make the combat and platform¬ 
jumping easy to handle. 

Time to dig out those battleax- 
es, boys. Come this July, you're 
going to have to save the world 
and it isn't going to be easy. 

^ Stephen Frost 


Those skeptics out there who complain about the PS2's 
"limited'' texturing abilities should really see this game. 


me BUZZ 


\ 






An emphasis on action and beautiful 
visuals should help make Rune a 
welcome addition to. the PS2 library. 
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An up-close look at 
the game in action 


< One of the more 
impressive aspects 
of this game engine 
is its ability to 
handle very realistic 
textures. Rocks look 
so good in tills game. 


T To say that the creatures in Rune will be 
interesting would be a major understate¬ 
ment. They're quite varied and most look 
very disturbing. Some, though, are bigger 
forms of what we would normally see in 
real life. A good example of that would be 


< It's good to 
know that devel¬ 
opers are starting 
to really master 
the PS2's abili^ 
to create impres¬ 
sive water effects. 


<;lfpiie so than In the PC version, this port 
will feature even more combat and 
weapons. I hope you enjoy fighting.^ 
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Namco and the PS2 go supersonic 


hile it's still a ways off from 
being completed, Namco's 
latest ^ce Combat is 

already shaping up quite nicely. And 
while these screenshots do look good, 
they don't even begin to compare to 
seeing this game in motion. There are 
quite a few moments when you start 
to forget that it's a game and start 
to think of it as something like 
military training footage. Yes, it looks 
that damn good. 

Namco has still few details to offer, 
but it looks like Ace Combat 4 will have 
at least 24 different missions and eight 
different aircraft. The missions should 


feature a large variety of objectives, 
including the basic, "blow something 
up" to some classic aerial dogfighting. 
We wonder, however, if Namco will 
reintroduce multiplayer support in 
order to further increase the replay 
value of the game. Even if they didn't, 
there will still be plenty here for the 
aviation fan. 

> Stephen Frost 
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With state of the art graphics and a ton of 
cool missions, Ace Combat 4 has us eagerly 
awaiting the scramble klaxon. 
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GAUNTUET: DARK LEGACY 


Regaining the giory of the past! 




ost neo-gamers may only 
be familiar with the recent 
mediocre incarnations of 

Gauntlet, but the Gauntlet legacy 
actually stretches back to the days of 


NES. Initially, it appeared in the arcade 
as a four player slasher that instantly 
became a classic, and one of the very 
first "quarter munchers." 

Although gameplay has altered 
since then, it hasn't been necessarily 
for the best. Dark Legacy steps in to 
change this trend. 

Players can select from a number 
of different types of characters, 
including a Dwarf, Knight, Sorceress, 
and Jester. Each comes equipped with 
unique weapons, attacks, magic, 
strengths, and weaknesses. 


In addition, once you complete a level, 
you can use the money you've 
collected to purchase power-ups, 
items, and magic. 

At this point, Dark Legacy doesn't 
offer much in terms of story, but it's 
still early, so we'll continue to inform 
you of GDUs progress. 

b* Tokoya 


Ihe BUZZ 






Although Gauntiet has always been a 
slasher, Dt will add more elements such as 
traps, magic, weapons, and unique bosses. 
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Being the cool character that he is, Klonoa doesn't just 
rely on his feet to get around. He's also got a very cool 
hoverboard. Some guys have it all. 




^h 2 



t a recent event, 
Hamco unveiled a 
near-finished version 

of Kfonoo to members of the 
videogame press. And boy did we 
all have smiles on our faces. The 
first thing we noticed is that the 
"map screen" for Klonoa 2 is 
strangely reminiscent of Super 
Mario World. You've even got the 
little path dots and the bigger, 
colored location points. Also, 
depending on who you talk to 
and/or where you exit a level, 
other parts of the map will 
become available. That means 
it's probably possible to go 
through the game and still see 
only a small portion of what it 
has to offer. 


The other really cool aspect of 
Klonoa 2 is the sheer number of 
cool jumps and flight sequences 
there. It seems like the cannons 
are everywhere, shooting you 
around the different levels at 
dizzying heights. You can also 
grab onto these helicopter-like 
devices and let them carry you 
high over the environments, 
dropping you into new areas you 
couldn't see before. It's like you're 
riding a giant roller coaster that 
takes you up and then drops you 
quickly back to Earth. 


It's games like this that make me 
excited to get up in the morning and 
c<Hne to work. 


What's great about this sequel is 
that it manages to include new 
gameplay mechanics, such as the 
hoverboarding sequences, but still 
keep things simple. That means 
that both hard-core and novice 
gamers can really get into and 
enjoy the game. 

1 know that the Klonoa 2 is 
only a few more months away, but 
I just can't wait. This is one of 
those games that all PS2 owners 
should be excited about, it's got 
great graphics, intuitive controls 
and never takes itself too 
seriously. Hopefully those who 
missed out on the first Klonoa 
won't miss out on this one. 

^ Stephen Frost 




Ihe BUZZ 
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The graphics are perhaps the 
most amazing aspect in the 
game. While some of the 
textures may look a little bland, 
you get a very different per¬ 
spective watching it In motion. 
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A new kind of RPG forPS2! 



riginal, genre-breaking 
B I I titles are what the PS2 is 
all about, and Baldur's 

Gate: Dark Alliance just may be one of 
those games. As an action RPG, it 
shares similarities with Zelda and 
Vagrant Story and the like, but Baldur's 


Gate bases more of Its gameplay upon 
precedents set by PC AD&D RPGs. 

The action is carried out in real time 
from a third person, top-down view. 
Players control a single character who 
can wield a variety of weapons, cast 
a myriad of spells, and take advantage 


of special powers. As any PC 
gamer knows, there will also be tons 
of stats to track, and a long list of 
items to gather. 

One aspect that will break ground is 
that collision detection and attacks are 
based on real-world physics. For 


example, if you destroy a skeleton, it 
will explode into tiny fragments 
depending on the location of the hit 
and weapon type. Furthermore, the 
advanced graphics system adds a 
strategic element When fighting in the 
water, players will need to use the 
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beautifully delineated ripples to detect 
invisible monsters. 

Particle effects are numerous and 
done to perfection. Some enemy char¬ 
acters are composed of 20,000 
polygons. The multiple light sources 
produce numerous eerie shadows, 
adding to realism of an already con¬ 
vincing environment Finally, everything 
has been anti-aliased, and runs at a 
constant 60 FPS. 

Just imagine how awesome BGDA 
will look in seven months! Definitely 
continue to watch out for this one. 

^ Tokoya 
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Following in the line of PC RPGs, Baldur's 
Gate: Dark Alliance will bring many new 
elements to RPGs for consoles. 
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VEHICLE GOMBIH FOR THE NEXT MILLENNIUM 

www.motorniayheni.com 


/ wish I was a little bit taller. 
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e might not took it, 
but us PSn boyz are 
all hardcore street- 

ballin' thugs. But since we haven't 
actually taken our “A" game to 
inner-city blacktops, it's a damn 
good thing that the EA Sports Big 
brand announced NBA Street 
Most of us have grown tired of 
traditional arcade basketball, and 
the recent Hoopz by Midway 
didn't exactly help the cause. But 
NBA Street Is rethinking the 
concept and rebuilding the 
gameplay from the ground up. As 
the game’s producer, Wil Mozell, 
states, “Streetball is more than a 
game, it's a culture.'' This premise 
is reflected by the players' sense 
of style, Joe "The Show" Jackson's 
play-by-play, and especially by 
the venues, which Include the 
snowy streets of Boston, LA 
rooftops, inner-city blacktops and 
courts by the beach. 

Street provides trick-style 
scoring for just about everything, 
including gratuitous goaitending 


PlayStation^? 


Motor Mayhem'"© 2001 Infogrames, Inc Alt Rights Reserved. Developed by Beyond Game 
jnc. Infogrames and the Infogrames logo are trademarks of Infogrames Entertainment S.A. 
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infogrames, Inc."PlayStation" and the ‘PS" Family logo are registered trademarks of 
Sony Computer Enteftainmem. Inc. The ratings icon is a trademark of the Interactive Digital 
Software Association. All other trademarks and tradenames are the property of their 
respective companies. 


and dribbling moves. Packed with 
unlockable NBA and legendary 
blacktop bailers, the City Circuit 
mode lets you tour the U.S. and 
pick up players from teams you 
beat, and you face progressively 


harder teams in the Hold the 
Court mode. 

There are stories of blacktop 
legends and hustlers that can run 
circles around the NBAs finest, 
and Street's motion-capturing 
("mo-cap” as EA calls it) comes 
courtesy of such streetballers. Put 
their skills to the test this summer. 

> Tommy Layton 










NBA Stfieet should capture the 
gameplay of streetiiail. 


UTtNEPflOl Nt 


nsn HwwnfapT] or cp 
t4ll()-711-377!F[i'mpiffc 


CDlfTEHT HATED BT 








































































































































































































































































072 


i°0 

o o 

*o°o° 


SELECT o 

__SO 


PREVIEWS 



PERCENT COMPLETE 






?• •'■ . . -•../A': 


.V-, 




mm^- 
















■^1 ■■.• 
■^1^. 


JVS."^ =<- •. f 1 vfrfTI 








VS^v,' 




PUBU5KER 

DEVELOPER 

RELEASE DATE 

TYPE 1 # OF PUYERS 

G5RB RATING [i 


B^QNO GAMES 

LATEQB 

MR COMBAT j t-2 

—- ,-i 

TEEfi ! 

_i' 











iSi 



s champion of the common 
man, Horner Simpson's fas¬ 
cination with demolition 

derbies typifies our penchant for 
vehicular combat Although nearly all 







up on name recognition on P52. 
But Infogrames is bringing an 
entirely original brand, Motor Mayhem, 
to the mix. 

Developer Beyond Games cut its 


teeth with Reef line, a fair PC game 
combining gritty vehicular combat with 
a first-person shooter. Set in the year 
2025, Motor Mayhem may be taking a 
cue from Redline's single-player 


missions — the infusion of story and 
character. MM lends great focus to the 
personality and rivalries of the drivers. 
On their way to the final tournament, 
dubbed "Motor Mayhem,” the nine 
drivers in the Vehicle Combat League 
must best the competition on their own 
home course and regional divisions. 
This helps gamers develop loyalty to 
their favorite drivers. 

Championship, Endurance, Last 
Man Standing, and Quick Start 
game modes span eight interactive 
combat arenas. While there’s no 
confirmation of four-player, split¬ 
screen play, the single-player mode 
and the two-player split screen run at a 
consistent 60 fps. Look for Motor 
Mayhem in the near future. 

P* Tommy Layton 








nn features tons of transpar¬ 
ent and reflective surface 
effects, real-time lighting, and 
a solid particle system. 


0^ 


Chromium anil Void watch with sheer 
jp^ i^ their handivrork destroys the enyi- 
rdnment and their competitors. . 


















A new brand created for PS2, Motor 
Mayhem's action hinges on unique, fully 
fleshed-out characters. 


car combat games share the same 
premise, the Twisted Metal and World 
Destruction League series have the leg 


Vehicular combat experience with character 
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Just another FP5 to get excited about 


n the PC world, the 
Quake series is 
amazingly popular, 

selling millions of copies and 
carving out a place for itself in the 
videogame hall of fame. Now, 
PS2 owners will finally get to 
check out what all the fuss is 
about with the latest sequel in the 
series, Quake III Revolution. 

Unlike its predecessors, Quake 
III is very much just a death- 
match-style game. There isn't 
really any sort of story-driven, 
single-player progression. Rather, 
you fight your way through a tour¬ 
nament of sorts, unlocking new 
characters and levels as you go. 
And as your skills improve, so do 
those of your opponents. 
Apparently, the developers are 
working hard to make sure that 
the Al of the computer-controlled 
enemies is as challenging and 
realistic as possible. 

Unfortunately, since the PS2 
still doesn't have any real way to 


get online, you won't be playing 
Quake III against people in other 
parts of the country anytime 
soon. However, the developers 
were nice enough to include a 
four-player option so that you can 
challenge your friends or 
neighbors to see who's got the 
skills. You'll also get to choose 
from a large selection of character 
types and levels, many of which 
are going to be exclusive to the 
PS2. We should have a full review 
of Quake III Revolution in next 
month's issue. Stay tuned. 

> Stephen Frost 


BUZZ 


The Quake name is already synony¬ 
mous with quality. This game looks 
to really deliver the goods. 




HEY GOOD 
LOCKIN'! 

The characters have been 
improved with the addition 
of lots more polygons and 
higher-res textures. 
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Three Arc games in one package! 



t the time of PlayStation's 
m i M release, RPGs didn't have 
the mass appeal that 

they've now achieved. This is the main 
reason Arc the Lad never saw the light 
of day in the U.S, Working Designs has 
realized the quality of the entire series, 
and will bring over a deluxe box set, 
containing three games and a CD with 
a soundtrack and a movie of the 
making of this trilogy. 

The gameplay is similar to FF 
Anthology, in that it's an extremely 
story-driven strategy RPG, The five 
playable characters take turns fighting 
on an invisible grid, where they can 
attack with swords and other 


IheBUZZ 


With tiiree strategy games 

included In one 

package, this is a compilation that fans of 

the genre will appreciate. 



weapons, or use a variety of magic. 

Although the story seems trite, and 
the characters super-deformed and 
silly, it's actually very compelling. The 
only downside to the first game is its 
length; with only ten hours of 
gameplay, it ends too quickly. 

However, since Arc the Lad is 
bundled with the other two games, 
which are longer, this is a compilation 
to keep an eye out for. 

P' Tokoya 
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A new type of Army Men game 




■though I started 
playing Green Rogue 
low expectations, 

expected very little deviation 
Army Men's action formula, 


out 

with 

and 

from 
I was 


pleasantly surprised to discover that 
it's an entirely different type of game. 

Green Rogue shares many 
elements of the series, but the 
gameplay itself is new. The action 
most often takes place in narrow 
passage ways. As the camera slowly 
creeps forward, your character must 
move along with it and obliterate the 
enemy into plastic chunks. 

There are a variety of weapons and 
power-ups. You’ll tear enemies to 
pieces with machineguns, explode 
them with rocket launchers, and in 


overwhelming situations, you can even 
vaporize them with a nuclear bomb. If 
you obtain enough power-ups, your 
army man appears to be on steroids. 
Although the Army Men name has 
been slightly tarnished with its over¬ 
abundance of games, Green Rogue 
may prove to be decent 

^ Tokoya 



Green Rogue differs slightly from its pred¬ 
ecessors. Perhaps with a fresh look and 
feel, there's still hope for the series. 
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When was the last time you 
made an RE character jump, use 
a sniper scope, or hang from 
railings? Extermination is a big 
leap in this respect. 
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Sonyas answer to Resident Evil is conprmed for the U.S. 


ony's long-awaited “panic 
horror" title is being 
developed by some of the 

same people responsible for the 
original Resident Evil, and based on 
early gameplay impressions, its quality 
lineage is showing through. 



Obviously, unlike the PSone RE games. 
Extermination is presented in real-time 
3D, though some of the basic play 
mechanics (and even the enemies that 
hero Dennis Riley must go up against) 
are reminiscent of the Capcom classic. 
Extermination will also boast a 


relatively unique gameplay twist in the 
form of "region actions” which will 
change what certain buttons do 
depending on the situation the lead 
character is in. For instance, the 
button that's normally used for 
opening doors might also perform a 


reaching knife attack when hanging 
from a ledge. 

The game's weapon upgrade 
system also promises to be somewhat 
unique in that Dennis' gun can accom¬ 
modate a variety of upgrades and 
prominently features a flashlight. The 
last detail proves extremely important 
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as many of the game's rooms are 
completely cloaked in darkness and 
players will have to constantly scan 
their surroundings with the light in 
order to avoid ambush. It's just another 
touch designed to elicit the "panic" in 
"panic horror!' 

With other diverse 
elements (such as some 

thrown 

Extermination is looking like more of an 
evolution of the survival horror genre 
than first believed. 

^ Randy Nelson 


gameplay 
platform 
the mix, 


into 


With some unique play mechanics and 
real-time graphics, ficterm/imtfofi might 
more than tide Oesiti&it Evil fans over. 
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Expected to be the first skateboarding 
title on PS2, fSPJV X sports the realism 
and extras typified by the ESPN license. 


It will see eight pro skateboarders with 
different speed and handling charac¬ 
teristics, along with a two-player split¬ 
screen mode and a practice mode. For 
good measure, the game will also 
include six street stages nationwide, 
including LA, and New York, enabling 


gamers to work on their trickstyles. 

Timed to arrive in conjunction with 
this year's ESPN X Games to be held in 
Philadelphia, ESPN Skateboarding's X- 
perience is set for August. 

P- Tommy Layton 


race yourselves for a little 
secret: Konami doesn't 
only publish tletal Gear, 

Contra and Castlevania games. 
Konami's ESPN The Games brand has 
been gaining exposure over time. The 
brand's hallmarks have been realistic 
physics, myriad licenses, updated pro 
rosters, ESPN-style play-by-play and 
tons of branded extras, and venues 
recreated directly from their real-world 
counterparts. Such attributes and 
attention to the finer details, combined 
with Konami's traditionally solid 
graphics displays, have begun to win 
some gamers' loyalties. And while 
we're still waiting for the brand's 
watershed title, NFL PrimeTime, we're 
no longer holding our breath for that 
ESPN title alone. ESPN X Games 
Skateboarding should beat Activision's 
Tony Hawk 3 to the punch as PS2's first 
skateboarding game. 

Recreating venues from last year's 
X Games in San Francisco, Skate¬ 
boarding will feature several street and 
pipe competitions in tournament style. 


CiiM 


Solid camera work, control, 
trick menus and park design 

*11 I M I Mm 
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^ s a child you visited your Grandfather's ranch when vacation plans fell 

through. Return to the farm that holds fond childhood memories and rejuve 
nate it's long neglected fields. Tend to your livestock and interact with over 50 
characters as you struggle to make a life for yourself home on the range. 

• Enjoy hours of Non-Linear game play. 

• Town festivals and events like The Tomato Festival^ Chicken Sumo llSl^a g 
and Horse Races. 


wide variety of dishes in your own kitchen using you 
items and the recipes you learn from the townsfolk 

Serious Fiuf^' 


Prepare a 
harvested 




PlayStation 




EVERYONE 


lYlftYlME 


Soity Computer pterin 

S oclotton. 

Borioiis Fun IS a Tratfi 


■und the PlayStatiori If^ 

HTrcoo is e tradomark inel 

Moon Bfid Natsume arrwisterecf 
htsume fnc. v 2000 Inisrac! 





o^l ' 












MB 







ffr-ft i-iSK*;- ‘StSs, 





- :5- 'HrsS 







^ “t nS' . 3?- 



























1:: • f 





































































































































































































































078 

SELECT 


O 

o 

o o 

o°o° 

0 ° 


PREVIEWS 



PUBLISHER 


PERCENT COMPLETE 


















■j-i 






if > ’ 

^^•KlSlf^frJ 


Vr>fj£, 

lAr*!^' 


















DEVELOPER 

RELEASE DATE 

TYPE 

# OF PLAYERS 

E5RE RATING | 

VOLfTION 

1 MAV 

ACDDW 

Ti- 

MAPu’RE 








Ifti 





First-person shooting with destruction like a wrecking ball 



1 


he games industry often 
seems hell-bent on proving 
that the more things 

change, the more they stay the same. 



Rare is the revolutionary gameplay 
concept or technological innovation 
that bends or reforms a genre enough 
to liberate it from its own history and 
formula. Red Faction, with the Geo- 
Mod engine's real-time environment 
deformation, held such promise. But 
while Geo-Mod certainly pulls its own 
weight, the revolution within the 
game's storyline, and the revolution 
Red Faction was supposed to effect 
within the FPS genre, bring two words 
to mind: Half-Life. 

So many elements of what many 
consider the greatest, and most revolu¬ 
tionary, single-player FPS of all time 
seem to shape the gameplay of Red 
Faction. These Include weapon 


selection, enemy squad Al, cowering 
friendlies, plotline and progression, 
“environ-suit" (HEV) armor, and most 
importantly, level design (elevators and 


SYMPHONY OF D 


slow-moving platforms, ventilation 
shafts, ladders, activation switches, 
even graffiti on the walls). But in all 
fairness, it's hard to escape the con- 




By the modification of the environment's geometry in real 
nearly everything you see can be blown six ways from Sunday. 


time 
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ventions of the shooter that has 
shaped our expectations of the genre 
for the last few years. And to its credit, 
Red Faction features several extras 
uncommon to a part sneaker, part 
blast-em-up FPS: dragging and hiding 
bodies, viewing monitors, a consistent 
target lock-on system, and operable 
land, sea and air vehicles. And even 
though it doesn't quite revolutionize 
the FPS genre, the strategy and sheer 
joy of geometric modification is every¬ 
thing we hoped it could be. 

However, from the previewable 
version we've been playing, it's clear 




that Red Faction will need some 
serious work on keeping the framerate 
consistent before it hits the street in 
Hay. In spite of the evident throwbacks 
to Half-Life, and its long and cumber¬ 
some loading screens. Red Faction and 
the Geo-liod engine are shaping up to 
be big draws for FPS gamers. 

^ Tommy Layton 





the BUZZ 



Faction showcases all the elements that 
made Half-U^ the genre standard, along 
lots of other innovative features. 
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As you progress. Red Faction'^ 
level design demands that 
you use the right weapon or 
tool at the right time for 
maximum effect. 
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including this shotgun, I 
hdye primary i 

alternate modes of fire. I 


^Things iite lowers 
add trunks can 
search^ for health 
packs; ammo, and 
annor power-ups: v 
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Although these are early 
screens, you can see the detail 
in the recreation of the cars, 
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The superla tive Dreamcast racer gets extras on the PS2 



1 


ou now have reason to 


switch to military time. Le 
flans 24 Hours, carrying 

the official license of the high-speed 
endurance road race, makes it way to 
PS2 after Infogrames' Test Drive Le 


the Le Mans mode. These compliment 
championship, quick race, time trial, 
and two-player split-screen modes. 

Rear view mirrors, real-time brake 
and headlights, and animated drivers 
and pit crews are new PS2 features not 


included in the Dreamcast version, but 
hopefully 24 Hours will improve on its 
predecessor's great physics, lighting, 
and quality sound. Look for it to hit the 
circuit this summer. 

^ Tommy Layton 


he BUZZ 





U nans 24 Hours will feature the depth df 
the license and exhaustive attention to 
detail typified by the Gran Turismo series.* 
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Mans arguably claimed the title of 
Dreamcast's finest racer. 

The PS2 version features seventy 
licensed vehicles from GT and 
prototype classes, about 30 of which 
were introduced last year. Corvette 
Racing, Team Cadillac and Viper Team 
Oreca now join the ranks of familiar 
Audi, Porsche and BMW entries, and 
they'll grace 12 courses worldwide 
recreated from the 2000 season. Le 
Mans 24 Hours is capable of rendering 
all 24 vehicles in a race on-screen 
simultaneously. While a true Le Mans 
race runs 24 hours straight, and 
gamers will have that emasculating 
option, more palatable, time-com¬ 
pressed intervals of 10 or 30 minutes, 
or one or six hours are also available in 
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This is the latest course that 
Polyphony Digital has revealed. 
Just check out the lights in the 
trees and that really cool Ferris 
Wheel in the background. 




heard it right — 
has been delayed yet 
again, this time until June. 


But while we're still champing at the bit 
for Sony's first PS2 racer to speed onto 
shelves, the delays look to be 
warranted, as its developer seems to 


be trying to squeeze every bit of per¬ 
formance they can out of the system. 
In fact, it's looking like there will 
actually be more new courses than 
originally planned in the game. 

This month, we've got the first pics 
of GT3's revamped Deep Forest and 


Special Stage Route 11 raceways, but 
we've also learned that some pleasant 
surprises are in store. One of them Is 
called Cote d'Azure, and appears to be 
the world-renowned Monaco street 
circuit, sans the licensed name, of 
course. We've been told to expect 36 


courses in total, which includes 
mirrored variants and a rainy version of 
Special Stage Route 5. 

Since last issue, we've also gotten 
the chance to try out GTS with the 
Logitech GT Force steering wheel, 
which may or may not be released here 
In the states. This is the true force 


feedback wheel that we've been telling 
you about for a few months now and, 
from our experience, it does a lot to 
immerse you further in the game with 
realistic resistance and even vibration 
as your car runs over bumps. It's a little 
steep price-wise (about $100), but we 
still hope Logitech will bring it stateside 
when GTS arrives this summer, 
because the effect really is that good. 

^ Randy Nelson 
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ne criminal underground finally goes 3D 



ver since I first saw the 
original Grand Theft Auto, I 
knew that this was a game 

that would benefit greatly from a more 
powerful console. You just can't convey 
the vastness of a city or the pressure of 
racing through rush hour traffic on the 
PSone. Now, with Grand Theft Auto 3 
on the PS2, DMA Design is bringing 
the franchise truly to life. 

As most of you probably already 
know, the Grand Theft Auto series is 
based on a mission structure. However, 
the way that structure is integrated into 
this sequel certainly deserves a bit of 
applause. Instead of having to go from 
one mandatory mission to another, you 
actually get a good amount of freedom 
to choose. Granted, there are certain 



missions that must be completed in 
order to push the storyline along and 
progress the game. However, you can 
select these "plot” missions at your 
own pace. In the mean time, feel free 
to take on some odd Jobs or other 
minor tasks just for the fun of it. There 
are so many possibilities to discover. 

For those of you who don't like to 
sidetrack, however, GTA3 also has a 
great and riveting storyline that will 
take you along for one wild ride. You 
take on the role of a crook who's 
arrested after a foiled bank robbery. 
Left by your partner and girlfriend to 
take the fall, you manage to escape 
and meet up with a Japanese explo¬ 
sives expert, 8-faall. He introduces you 
to the Mafia. Seeking revenge on your 


girlfriend and ex-partner, you decide to 
work your way up the Mafia ladder 
until the time to strike is at hand. 

Now, while the story has me inter¬ 
ested, it was the developers' dedication 


to detail that really grabbed my 
attention. The city in this game (Liberty 
City), is very much alive and feels just 
like a real city would. Pedestrians go 


about their daily business and talk to 



Being a criminal, you're gonna have to get used to the fuzz on your i 
tail. Just don't break any laws and you'll be fine. Yeah... right... 
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each other. Traffic passes by and 
becomes busier during rush hour. Even 
the weather changes fluidly and will go 
from sunny to dark and rainy during 
certain intervals. Not only that, but the 
city is broken up into three key districts 
(Industrial, Commercial and Suburban), 
all of which have very distinct looks 
and personalities. And you won't see 
the same sorts of vehicles and people 
in one area as you do another. 
For example, there will be far less 
sports cars and business men in the 
industrial area than there would be in 
the commercial one. 

While far more successful over in 
Europe, it looks like the GTA series is 
finally going to get its due in the United 
States. And considering the success 
that Rockstar has already had with 
Midnight Club and Smuggler's Run, 
there’s no reason why this title 
shouldn't continue that trend. Stay 
tuned, folks. This game is going to 
make an impact. 

> Stephen Frost 
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A vast city and well-designed missions 
should really help GTA3 kidnap the 
attention of PS2 owners. 
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Just like in a real 
city, there''s plenty 
of traffic and taxis 
going around. The 
cool thing is that 
you can car-jack any 
of the vehicles. 


► Here's the "hero" of 
6TA3, He's looking for the 
right opportunity to get 
revenge on his girlfriend and 
ex-partner. Right now, 
though, he's just working for 
the haifia. 


scattei^ around 
the chy. the: 
dpers iA^ntiS^tO:; % 
make sure thai eidi 


differeht. 
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IN THE DETAILS 

What impressed me most about 
this game was its dedication to 
the small details. Everything 
from the lead characters to the 
different vehicles looks great. 
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pp^iCli^Henges am limited to one entry p^r person, that means yoii can t 
^nd an entry for each challenge; if you do, youll be disqualified. If you cheat 
or use cfdes, you'll be disqualified. The final letter for the contest will be 
^epted on June 1 If there are multiple winners, then well do a raffle, tai 
pC0v4 that you accotnplished one of our ctf^tlenges, either send a picture or 
a video tape (sorry, but we can't return them). Sorry, no e-mail entries! 
SEHEfYOaH ENTRIES TO; PSI1 Hay Challenge # (the challenge number you're 
entering), c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94^S>. 
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Airon Perkins of Republic, Missouri 


Exclusive Interact 


Beat one or tne 
tiiail^ges and 
receive a much 
coveted interact 
Hidbile Monitor 
LCD screen for 
PSone. Get one 
now before 
they disappear! 
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Bonus Goals And Secrets 



ompleting one Bonus Goal yields a bronze medal; 
if you complete a second one, you get a silver, and 
complete the third and you'll receive the gold. 



M^Nl 


NABOO PROVINC 
GROUNDS 

Destroy All Bonus Mines 


A relatively easy objective. Just be sure 
that after your targeting system stops 
locking onto them, you still nail them. 


Complete Mission In Under 
Four Minutes 



This can be tough, since it takes time 
to get through the mountain passages. 
Blast through them as quickly as 
possible. Don't trouble yourself with 
any of the other bonus objectives 
when trying to complete this one. 

Beat Essara In The Race 



This one is easy; just blow right by him 
during the race. 




Just concentrate on protecting the 
Royal Starship. You'll need to get a 
layout of the level and know where 
enemies spawn. 


Destroy 
One Minute 

This one is tough as well. A!! I can 
say is that you need to find 
them ASAP, and then destroy them 
with extreme prejudice. Since 
they'll come in multiple waves, 
you need to get through the entire 
mission very quickly. Kill the first 
wave, then kill a couple of other 
ships. When the next wave comes, go 


missiles to 


Rhys Destroys All Merc Dianogas 

Since you don't have a time 
constraint, just go after them 
whenever you see them. However, so 
that your allies don't destroy them, be 
sure to hit them hard when they do 
finally appear. 



Destroy Ail Merc Fighters 


This one 
isn't too 
tough. Just 
go after 
these 
things and blast them all first 


Complete Mission In Under 


this one 
isn^t too 
hard either. 
Just con¬ 
centrate- on completing the 
missloBr '^nd don't waste time 
doing anything else. 


Just like the 
first one, 
you simply 
need to 
identify, 


and destroytthese fighters quickly. 











Complete Mission In Under 
Eight Minutes 






aft 


Hit these dispensers fast and hard. 
For the first time around, you may 
even want to spend time on the level 
identifying every Dispenser. The 
second time through, go after them. 

Destroy.. All The [/:- gplii 
Miner Droids 

This one is a little easier 
than the previous 
objective. Just find 
them and kill them. w 


Destroy Dispensers Before 
Are Launched 
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Complete ffission In tinder 7 Minutes 

Another timed objective means that you'll needito 
simply concentrate on finishing .the mission, ; 


Destroy , 

These things can be dangerous, so take them |5irt 
quickly when attempting this objective. \ . 



Desiiroy Dropships Before Tanks 
Are Launciied 

You should 
find the first 
two directly 
in front of 
you 

the start position. Blast them quickly. 




AVVV'.*^ 


The . third is way above, almost 
outside of the atmosphere. Since you 
cannot fly that high, take care of 
some of the other objectives; 


However, you’ll want to keep an eye 
on it constantly. When you see it start 


to descend, attack it 


All Pirate Speeder Bikes Must 
Survive 


This is the 
toughest 
mission of 
the three. 
You'!! want 
to start blasting all enemies on the 
ground. Take them out quickly. As 
soon as this is done, start attacking 
the Dropships, so as to avoid letting 
the enemy deploy more tanks, which 
could destroy the Speeder Bikes. 




Destroy Recovery Freighter 

Right at the 
beginning of 
level, 
you should 
be locked 
onto a freighter. To the left is 
the recovery Freighter. Go after it 
immediately and take it out with 


your missiles. 





f his wptSfe a little later in 


This one is tough as well. You should 
be fine Up until the point thp narrator, 
says that Jenkins has been found} 
When this occurs, search Jenkins 
out, and concentrate on aiding bii^ 


wB^hfyW^!^ the hanato^^ic^ 


is tough. Quickly 


destroyjthe enerny tanks, and then go 
after the Scambs. tte^^ sure that you 
etimiriate: as rhany tanks a? possible, 

since thfer^wiil be TO air 

supporiffen ground iuppoft 




TAKING THE OFFENSIVE 


Destroy Escaping Superfreighter 



Just make sure that you hit all of the freighters in the 
beginning, and you'll surely nail this one. Save your 
torpedoes for this freighter to ensure you destroy it. Also, it 
is listed as an Armed Freighter and not a Superfreighter. 


Destroy All TF fighters 

This one could be a 
little tough. Before you 
destroy all of the satel¬ 
lites, leave at least two 
remaining before you 
start firing on the last 
two. Now, go after the 
fighters and destroy 
them all. 

Complete Mission In Under 7 Minutes 

This one is easy. Hit 
all of the freighters 
ASAP, since they will 
try to escape, and 
the satellites are 
stationary. Now go 
after the Satellites. 




WWW.DAILYRADAR.CaM ► #^5 MAY EOOl ► tDD% INDEPENDENT PUYSTATIDN MAGAZINE 








































































































STRATEGY 


088 


SELEirr 


J 


0°0 
o o 

o° 



Destroy Command Center In 
Under One Minute 

Simply r~’ .■ . I 

target this : : ■ : ' ■ 
right from ^ 4 

the start 

and give it jJB 

all you got. Don't worry about 
enemy fire; just take it out quickly. 


Destroy Planetary Gun 

This one is just past the Command 
center. Target it and destroy it This 
objective may be difficult to accom- 


everything 
else you 
have to do. 


make this -—-- 

your main objective once through 


Complete Mission In Under 
Eight Minutes 

Since there fl 

is a lot to do ■ \ 

for this 

try * to con- 

centrate on doing this objective and 
leave the other Bonus objectives for 
another time. 



RESISTANCE 

Destroy All Droid Escape Pods 

This one isn't 
too tough, 
since they 
won't fight 
back. As 
soon as you hear the narrator 
announce that the escape pods are 
leaving, target and destroy them. 





Complete Mission In Under 8 
Minutes 

This one will 
be tough, but 
again, don't 
do any of the 
secondary objectives except this 
one. Concentrate on completing 
the mission. 




Destroy All Missile Freighters 

These guys are tough. To avoid getting 
blasted by their missiles, disable them 
quickly with your secondary weapon, 
and then go back and destroy them. 
The best way 
to go about 
this, is to 
concentrate 
on disabling 
all of the ships. While the secondary 
weapon is charging up, kill some of 
the fighters. Then return to disabling 
the other freighters. 





All Resistance Turrets Must Survive 

I This, is probably 
f the hardest 
.'.objective of 
^ them ail, "since 
you’ll have to 


Complete Mission 
Twelve Minutes 


■alternate between hitting the tanks 
and destroying the annoying 
borhbers. You’ll want to stick around 
the” base,'but if you don't see 
anything immediately attacking, 
go and search for the closest 
oncoming enemies. Also, it will 
make this objective easier if you 
can destroy the Dropships before 
they deploy any tanks. 

Destroy All Scarab Fighters 

V— This one isn't too tough, either; just 






focus on 

destroying 
the air 

fighters, and 
attack the 
ground only when it's necessary. 
Otherwise, you’ll probably miss a 
few scarabs. 






In Under 

This may 
seem like a 
lot of time, 
but it isn't, 
since this 
mission is quite long. Just screw the 
other bonus objectives and go 
straight for the main objective. When 
things get difficult towards the end, 
be sure to be careful, and don't do 
anything too risky. 










Eli* 




mm 








m 












RESCUE ON THE SOLLEU 

Destroy All Turret Droids 

This one isn't too tough. Just make sure that you 
search the hills closely to find and kill all of them. 




4 # 


Destroy Dropship Before Tanks Are Uuached 

This one will be kind of tough. It’s outside. As soon as 
you see it, drop everything and attack it immediately. 

■e. 

Hopefully, you conserved your missiles, because you 
will need them to take out the Dropship quickly. 


Destroy All Droid Starfighters 

You may need to do the mission again in order to 
complete this objective, In addition to the Dropship 
objective. Just be sure to hang out ip the sky after the 
Dropship is taken care of. You should run into all of them. 


THE 
ASSAULT 

Destroy Receiver Stations In Under 
Two Minutes 

Don't worry 
about the 
Starfighters. 

Go after the 
large Radar dishes, and you should 
complete this objective easily. 

Destroy All Interior Ceiling Turrets 

You'll have to go inside the ship to 
destroy these. They are on the ceilings 
of the ship. Be careful of the Merc 


Leader, 
though. He'll 
be inside with 
you, shooting 
missiles. 
However, you won't want to kill him 
first, since that will end the mission. 

Destroy All Lander Assembly Cranes 

These are in 
the same spot 
as the Celling 
Turrets. They 
are large, 
immobile units. Take them, and 
the Ceiling Turrets, out with laser 
fire. Conserve your missiles for the 
Merc Leader. 






THE BONUS MISSIO 





These involve obtaining 
a certain number of 
points or completing 
the mission in a certain 
amount of time. 
Compared to the 


regular missions, these 
are a bit easier. Beating 
them will allow you to 
unlock other missions, 
and bonus ships. 


2-Player Missions 

These two final missions 
are simply unlocked by 
getting gold on every¬ 
thing. 

Capture the Flag 
Canyon Racing 
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Meet THE CSREATESt Minds Behind the 


sessions include: Roadmap to Tomorrow's Games - Tomorrow's Gamers 


NDS. Register for the E Cqnferehce PRacRAM online 
www,E3EXPa,caM or call 0*77,2 l 6-&363, Register early 


CAUFORNIA 


WWW 


is a trade event. No one under 18 will be admitted {ineluding infants). This policy is strictly enforced 
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Hints, Hidden Characters, 
Bosses, and Endings 



enemies. Whenever you can spare 
machine gun bullets, definitely equip 
it. The only negative aspect is, 
however, you1! find yourself hard up 
for ammo, more often than not 


The only difference between 
this and the handgun is that, you^J 
guessed it, the Silencer makes noW 
noise. So, if you don't want to attract 
a bunch of pesky guards, take 
enemies out with this. 


Although there aren't many 
weapons, each one is required for 
each unique situation. 


When enemies are running, wait 
until they stop, since it's unlikely that 


do stop, open fire! 


Although it's th| worst 
of all of these weapons, itil 
has unlimited arnmo, which 
means that you'll be using it most 




This is the best^^i,,. ^- T 
weapon for melee sit- 
nations. If you can manage to 
hit an enemy with the entire 
spread, chances are you'll kill them. 
The only downside to the shotgun 
is the slow draw time. If you're 
being fired on by many enemies, 
in melee situations, this Is 
not recommended. 








Although it's even more powerful 

than the Shotgun, it's even slower. 

This means that actually getting a 

shot off success- 

fully will take 

some skill. I only 

recommend this 


the shotgun and silencer, though: it's 
a bit quicker to draw. 


The machine gun is great. 
It's quick to fire and deals 
much damage to many 


even 


in moments of desper¬ 
ation, or against a boss 


approaching you as soon as possible. 
To beat the boss, shoot a couple of 
times and move between the boxes, 
since the boxes will only take a few hits. 
Doing it this way provides maximum 
cover. Also note the box on the left 
contains a medical pack. 


also. Just be sure to stay close enough 
to him to avoid the grenades, since 
dodging grenades is quite tough. 


Reloading is extremely important. 
Do it whenever you have the oppor¬ 
tunity, since you never know when 
an encounter might occur. Also, if 
you reload out In the open when all 
of the enemies aren't dead, you 
deserve to be shot 


To beat the boss, first 
eliminate the guard ^ 
that's helping her ^ 

jf fS** 

out; use the rocket 
launcher to dispose of | 
him quickly. Equip the] 
machine gun, 
the shotgun is too % 

slow. Hang around fP 
the pillar you 
started at to shield 

yourself from her fire. When she stops 
firing, just jump out and shoot her. 




• liSlifiMyqsXi.-,'. r 


^ v Ar.* 


This guy is particularly 

^pummel Jean-Luc 

and throw grenades when 

trying to go for cover. Stay IB IBft 

on top of him. Weave around the area 
that is next to the elevator and shoot at 
him. You'll find some medical kits here, 


since 


will cover is a little 
confusing. First, take out|||V^H 
the snipers that are firing 93 V 
from above. Now, concen-^j ^ 
trate on blowing Thunder | 

up with the explosive boxes. If you 
didn't kill him with the boxes, get close 
to him and blast him with the shotgun. 
However, remember to watch for the 
flamethrower, since only a couple of 
direct hits from it will kill you. 








tEVEL f 

^ Take out the two guys 


■Av I v.i ii III. i I, iiji jMmmmmk. 

If you heed a farther lock on for 

your pistol, switch to your machine 

giih arid then switch back to your 

pistol. You will then be locked on. 
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fight two bosses . This other boss will 
be on the lower level trying to 
shoot up at you. Shoot the barrels 
on the bottom to eliminate this boss. 
For fighting Cedle, just follow the 
above strategy. 


• jffSafiMBjL 

see a pillar. 

WWH|WBBW||^ ^^^ This spot 
iliiQSESIEESSM^^^ provides 
complete cover. Take out the two 
guards assisting the boss and ^ 
then direct your fire towards fl|| 
him. Now equip a fully loaded flH 
shotgun and blast the 
charging ninja that will try to J^H 
rush you. J|^H| 


dodge like a master; otherwise, this 
guy will be a bit tough. Target his head 
as quickly as possible, and then get 
out of the way of the rockets. If you 
get hit by the rockets, you'll lose lots of 
life. Even if the rockets hit a box or wall 
near you, you'll still take damage. So, 
try to avoid getting stuck behind a box 
or next to a wall. 


The Three Endings 

Getting a good, normal, or bad ending 
depends on how well you play. If you 
complete the game in a short time and 
rescue all of your comrades, you'll get 
the good ending. First, you need to get 
to level 23 in 3.5 hours to receive the 
“Good" or "Best" ending. You have to 
get to stage 27 in 4.5 hours to receive 
the "Best" ending. Furthermore, 
unlocking other modes of play 
depends upon you obtaining 
the "Best" ending and reaching a 

certain number of points. 
To obtain points, 
m ^ II you ueed to obtain 

Lethal Hits (head shots, 
for example). 
For each 
Lethal Hit, 
you'll receive 
300 points. 


LEVEL 26 

Destroy the laser and place 
Jean-Luc against the 
i^P wall where the boss 
sits. Blast the boss. 
\ After you've shot at 
|B ' A him for a while, 
Hb some weaker 


mi enemies win 
I come out to fight. 
I Remove Jean-Luc from 
’ the wall, but don't 

t 

r move, since this will 
I you leave open to 
I attack from the boss 
\ and the enemies. Kill 
Lthe weak enemies 
mmB and return to the 
■ fight with the boss. 


LEVEL 21 « 

For this boss, remember to obtain Jl 
any medical kits that you see. The 
situation you'll be in with Duke at the 
beginning is a little unfair, since no 
matter what you do, you'll take a hit. 
The best course of action, however, is 
to move away from the pillar to avoid 
getting hit by the blast, and possibly 
take the hits from his gun. After this, 
blow up as many explosive boxes as 
you possibly can to clear a path to 
fight. Just be patient and wait for Duke 
to stop firing to hit him. Although 
this fight will take a while, patience 
will prevail. Also note, when your 
energy is low, he'll try to approach you. 
When he comes close, nail him with 
the shotgun. 


LEVEL 27 

Jin is a bit tougher than he initially 
seems. He wields only a pistol, but like 
Ryan, he tosses 

to distance 


LEVEL 31 

If you made it in time, 
you'll fight two bosses in 
a row. If you didn't, 
you'll fight only one 
boss, Cedle. 


Cecil e 

His accuracy with a pistol is A 
unmatched, so try to get in m 
close with him. After you 1 
shut off the lasers by shooting 
the control panel on the top 
level, jump into the machine gun 
nests and waste him. 


LEVEL 23 

Be sure that you 
can weave and 


The Two Bosses 

To receive the gooi 
ending, you'll have to 


(Terrorist, secretary, etc.) will be available 
for Normal Bot mode play: 


The following Normal characters 




Thunder 

Jin 

Ryan 

Banderas 


The following Enemy Boss 
characters will be available 
for Normal Bot mode play: 
Kenneth Coleman 
Cecil Carlyle 
Gunt 


Note: You cannot use the 
Boss Characters until you 
have achieved the good or 
best ending in the main 
game on either normal or 
hard setting. 


athew Brown 




A Don't forget about 
those bombs! 


A Hand to hnnd 
combat is impossible 
against him. St^ away! 


A Watch out for 
the dual subma¬ 
chine guns. 


Terrorist A 


Terrorist C 


LEVEL 15 


Bot Al, Ultra 

setting 

becomes available for use 

in Bot matches. 


LEVEL 20 

_5 
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SELECT 


WWW.DAILYRADAR.CaM ► #^5 MAY 2001 ► I0D% (NDEPENDENT PLAYSTATIDN MAGAZINE 






















































































OBi 

WW ipi i i i w flwrf i t i Mg 

SELECT 


o 

o o 
0 


CTDATCnv 

mI I i%J^i waiji ■ 



Techniques And Strategies 



W-JW+V.-h;.' 




The boxer is 
a true technician. 
His punches are 
designed to inflict 
maximum damage while maintaining 
economy of motion. This style suits 
players who like a balance of speed, 
power, and versatility. 


THE JAB 


One of the boxer's best weapons, it 
has great range and can set up his 
most powerful weapon, the cross. Use 
the jab to establish your offense while 
at the same time disrupting your 
opponent’s rhythm. Only boxers with 
tremendous power and specialization 
can do much damage with this punch, 
so be sure to combo off it with a cross 
and then a hook or lead uppercut 


THE CROSS 


Possibly the best punch in the boxer’s 
arsenal, the cross has almost as much 
range as the jab, does a good amount 
of damage, and is great to combo off 
with a hook to the head or body. Use 
the cross often, but be wary with a 
hook-happy opponent, as the hook is a 
counter to the cross. 


THE HOOK 


A strong, consistent punisher, the hook 
works well when you're in close and 
can follow it with an uppercut and 
another hook. At medium range, 
follow a hook with a cross to ensure 
both have the distance to land. Lastly, 
if an opponent favors the cross, try to 
catch him with a hook (counter) to do 
extra damage and increase your 
chance of getting a flash knockdown. 


THE UPPERCUT 


The uppercut is purely a close range 
punch, but it can be devastating. Use it 
in a combination whenever within 
reach. The uppercut does a lot of 
damage if you catch a guy ducking at 
the same time. 







The slugger stylist is a KO artist. 
Although he may lack the finesse and 
speed of the other styles, he makes up 
for it in raw punching power. 


For a slugger, the jab is used more as 
an annoyance than a weapon. Having 
spent more time on his KO punch, the 
slugger has little range with his jab and 
cannot combo off of it. However, at 
close range, the slugger should use the 
jab to break an opponent's rhythm, as 
it's fairly quick. At close range, the 
punch is also useful in getting the 
opponent to cover his head, at which 
point the slugger can unleash many 
powerful body shots. 


As the best weapon for the slugger, it 
has decent range and does much more 
damage than the boxer's or free 
stylist's cross. It is a great lead-in to a 
powerful, sweeping hook to the head 
or body. Think of the overhand cross as 
the slugger's jab in its ability to set up 
and lead into combinations. 


The hook is slower than the hooks of 
other fighting styles, as it has more 
wind-up, but it does great damage. 
Due to the way the slugger throws the 
hook, it also has more range than other 
stylists' hooks. Use it against cross- 
happy boxers or to set up devastating 
combinations in close. 


The slugger's uppercut does the most 
damage of any punch in the game. Use 
it against crouching opponents and in 
combinations when possible. 


The cross is best used as a lead punch 
as it has a bit more range than the jab 
and is fairly quick. Use it to set up 
combinations or to keep an opponent 
at bay. 


J ’i ■ I 


punch often to amass points and set up 
quick combinations. 


He is a fighter who has so much raw 
speed and power that he can forego 
classical boxing in favor of a loose and 
unorthodox technique. At close range, 
he's like a small buzz saw, able to chop 
you up with short, rapid strikes. 


Probably the free stylist's best punch, 
the hook Is fast, can be doubled and 
tripled upon, and is a great lead-in to 
other punches. At midrange, use it as 
often as the jab. At close range, the 
hook is a nice start to a quick combina¬ 
tion of hooks and uppercuts. 


The jab is a midrange punch. It doesn't 
have the reach of the precise boxer's 
jab, but it makes up for its lack of range 
with its speed. At midrange, use the 


The uppercut should only be used in 
close range. Use this punch in a combo, 
since it is fast and does the most 
damage of any free style punch. 


DEFENSIVE TIPS 

Sidestepping and Counter Punching 


punches ami counter 


This tactic works best against opponents who 
favor one punch, especially if it is the cross or 
hook. If your opponent falls into a pattern of 
leading with a hook or cross, begin to circle 
away from that punch by pressing the D~ 

Button up or down. Move away from the punching hand and towards the other 
shoulder. Immediately after successfully sidestepping a punch, counter with a 
hook. Try to follow this with a combo. 


OFFENSIVE TIPS 

Work the Body 

When facing an opponent of greater power or 
speed, "working the body" is an excellent 
tactic. The goal is to tire your opponent over 
the course of the fight by attacking the body 
(which drains your opponent's stamina), then 
go upstairs when the opponent is weak and 
slowed. In round one, go almost exclusively to the body. Use mostly hooks and 
uppercuts to ensure maximum damage. Since throwing punches tires your 
opponent, keep pressing and make him fight back. 

When the opponent is in the critical stamina area (yellow-red), it is tirnp ti 
go up high. Don't worry to much about getting hit back, as he only doesili^^ 
of his normal damage in this state. Occasionally go back to the body to k® 
him tired. This tactic should produce a late round KO or several knockdpwhl 
leading to a decision win. 


A If tti^'re w 

tothe-head. 
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variety of ways to obtain points, but the 
most significant method to score is by 
rescuing PQWs. For each one that you 
rescue upon completion of the level, you 


Endings, Tricks and Bonuses 


Hyakutaro Ichimonji (fireball thrower) or 
Runi Aikawa (the girl with a pack), you’ll 
obtain 30,000 points. And, If you rescue 
more than ten hostages, you receive a 
special point bonus. The only catch to this 
Although seemingly ihsighificant in today’s whole system is that you cannot die. if you 
games, points are the n^int'.'way^^to judge do die, you won't receive any credit for 
your: playing ability; in a getting those hostages. :^ ■ 


Points 


3. Meg's Hair: If you receive a ranking of 
Lieutenant Colonel or higher, discharge 
yourself and rejoin. For whatever reason, 
her hair will change. 


2. Comments: The higher the rank that you 
receive in the training mode, the more 
Meg’s comments will differ 


1. Cycling through messages: before the 
first message is displayed completely, press 
r to cycle through ail of the comments. 


There are a total of four endings that 
players can possibly receive. Unfortunately, 
there's no exact method for obtaining a 
certain ending, since they're randomly 
generated. 




Oncei- ySfe complete ‘the game, 'Another 
Missjpnfflll^apjdiearlDn the main menu. This 




missiQii^S ^ffllbegin with 10 of the 20. 
Complotfhg any te of the 10 will with a 
silver or gold medal will unlock one more 
mini-mission. Follow this procedure to 
unlock the rest. 


Ending 




ipiheri'talking to ;Marganete in the past, don't reveaLithai 


i^hprightbe dh;;ahcestdr of yours. Then, 


timeyyou see her. 




ws^m. 


While Konami’s latest adventure title, Shadow of Peslpy, 
is a bit on the short side, it does have some ot the best 
endings we've ever seen in a videogame. There are five 
endings, in total, and each one is completely different 
from the others. Only by seeing all of them can you fully 
understand the complete storyline and discover the true 
fate of Hike and the other characters. 

Unfortunately, it can be quite challenging to figure out 
what events trigger what endings. That's why we've done 


Immediately after speaking to Hugo, in the last chapter of 
the game, run over to the Fortune Teller and talk to her. 


Just like in Ending E, you can't tell Margatete that she's 
related to you. You also have to let Dana go on with her 


with you 


you:put 


(lo get this ending, bring the Homunculus back to Hugo 
after you talk to the Fortune Teller. This is the best ending 
imthe game, but the hardest to get. 


This is, by far, the most tragic ending you can get. If‘you 
want to see it, be sure and meet yourself in the city center 


and you’ll be able to unlock all the endings in no tirng 


A An important aspect of the game, so 
save those hostages. 


e've revealed the stupid secret to getting all of the 
endings, as welt as provided strategies for getting the 
most points. You may start cheating now... 




It you happen to be riding on top^of a vehide (Camel, Metol Slug, 
a boss, ^u’ll receive a huge point bonus. The values depend on the missiph and vehi 
you're riding. "-siS 


A They'll a silfy set of tricks, but funny 


Execute the long j®P18 


1 

e sh 
endi 

ow you 
ing fo 

I how t( 
r this 



DUZ2 

^ling gai 

me. 


WWW.DAILYRADAR.COM ► #^5 MAY 2001 ► 100% INDePENDENT PLAYSTATION MAGAZINE 
































































































STRATEGY 


094 


SELEQ 


0°0 

y 



STAR WARS: SIMnCHTiR 

Input the following codes in the codes 
option under the Options menu. 


INVINCIBLE 

MINIME 

DIRECTOR nODE 

DIRECTOR 

JAR-JAR nODE 

Reverse pilot controls.JARJAR 

HIDDEN CHRISrnAS VIDEO 

Nym Merry Christmas.WOZ 


NO HEADS UP DISPUY 

NOHUD 

VIEW THE CREDITS 

Creator Credits.CREDITS 

UNLOCK THE GALLERY 

Access to images.SHIPS 



PUY AS ^'THE HATIHiR” 

On the Create Player screenjn the Rosters 1 
menu, create a new player and enter his | 
new name as Hammer Now when they | 
refer to him, they'll call him "The Hammer!' 

PUY AS "ANIMAL" 

On the Create Player screen in the Rosters 
menu, create a new player and enter his 
new name as "Animal" The announcers will 
now say "Animal” when referring to him. 


WIID WILD RACING 

QUICK START 

When the start clock hits one, press on the 
gas to receive a small turbo boost 

ONI 

AVOID FALL DAMAGE 

If you fall from a high platform, push 00 to 
do a flip and avoid taking damage. 

READY 2 RUMBLE BOXING: 
ROUND 2 

EVERY HOUDAY OUTFIT 

While at the character screen, input: 

CD liil Cll lift! 

CD CD CD CD CD CD Ql CD 
ALL TRAINING 

While at the character screen, input: 

^4.titCD(x20)CD 

BIG HEAD MODE 

While at the character screen, input: 

T 4^ CD CD CD 

CHEAT MODE 

While at the character screen, input: 

^ ^ 4-^14^0)01 CD CD CD 00 

FAST MODE 

While at the character screen, input: 

^ ^ QQ 03 CD CD CD liM 

1 SET HOUDATTO CHRISTMAS 

While at the character screen, input: 

14/4^ CD CD 03 CD CD CD CD CD CD 


SET HOLIDAY TO Ei^ER 

While at the character screen, input: 

^ ^ ^ ^ lill lill lill CD CD 

SET HOLIDAY TO HALLOWEEN 

While at the character screen, input: 

T 4^ 4^ 4* CD CD CD CD CD CD CD 

SET HOLIDAY TO INDEPENDENCE DAY 

While at the character screen, input: 

T ^ ^ ^ lill fin lill 

SET HOUDAY TO NEW YEAR'S 

While at the character screen, input: 

f 4 , 4 , 4 , CD CD 

SET HOLIDAY TO St PATRICK'S DAY 

While at the character screen, input: 

^ ^ ^ ^ CD l<RI lill liM 

SET HOLIDAY TO THANKSGIVING 

While at the character screen, input: 

-»^4*4* 4*o^cniiniiniinm oiiiyi 

SET HOLIDAY TO VALENTINE'S DAY 

While at the character screen, input: 

-^t4^>LCDCDCD 

START AT FINAL MATCH 

While at the character screen, input: 

CD i ^ 14-CD CD CD CD 
CD Ql CD CD CD CD 

UNLOCK CHAMPION OUTFITS 

While at the character screen, input: 

^ T liM lil I lill lill lill lill 

CD CD CD CD CD CD CD CD CD CD CD CD 


ONIMUSHA 2 FMV SEQUENCE 

Successfully beat Onimusha and save. 
Begin a new game and the "Special Report” 
option will appear. This unlocks a small 
movie of the sequel! 

SPEED TRAIL MINI-GAME 

Collect all 20 Fluorites (blue rocks). Finish 
and save the game. A speed trail mini-game 
will be unlocked. 

BISHAMON 0 FLUTE 

At two points, you'll see a man hanging 
from the ceiling by his feet Although he 
ignores you at first, later in the game, after 
using the Evil Plate to open a door, he will 
speak with you. This man will lead you to 
the Dark Realm. Kill monsters until two 
portals open - one to ascend and one to 
descend. Descend until the last level. Open 
the box to obtain the Bishamon 0 Flute. 
Use the flute in the last fight 

BISHAMON SWORD 

In the Demon Realm, you'll find a save point 
and three doors. Proceed to the door that 
looks like an iron gate. Use the Bishimon 0 
Flute to unlock the door. Sticking out of the 
Skull Demon wall is the sword; grab it 

MEGA HAN X5 

ULTIMATE X ARMOR 

At the character select screen, highlight X 
and press: T'T'4' (9 times). If entered 
correctly, you'll hear a chime. 


ONinUSNA: WARIOIIDS 





ALTERNATE COSTUME 

Successfully finish a game and save. Begin a 
new game and the "Shinnosuke 
Normal/Special" option will appear. This 
version changes Samanosuke's costume to 
a Panda costume. 


To activate every code, pause the game and 
enter the following codes. 

2D SPYRO 

Turn Spyro into a flat dragon by entering 

4-^ 4-^ fDQiaiai(§)© 


G 


C 





i vL. i 


♦ 

1.;. 

^ i 






.8008bb540063 

..8008bc0c03e7 


Hai^: 

Reloads Assult Rifle... 

Infiri^ Ai^ult Rifle Ammo.. 

Infinite Slitotigun Ammo.-.8008bc0e03e7 

N^et^ReloSj Shotgun...8008bb640p63 

Infinite Ua Ammo..... 

N^r Reload Ua.... 


8008bc0a03e7 

.8008bb440063 


toflriite 90 Pistol AmrTK).....-.8008bc0803e7 

Never Reload .90 Pistol.............8008bb3c0031 


8008bb3e0031 
Have Metal Hook.... ............3008bbed0001 


Have Hac^ng Computer ...,..3008bbec0001 Have Flash 


...3OO8bbeeOO0T 

H^ye Machine Cog...... „.3008bbef0001 

Have Fixer Battery... 3008bbK)0001 

Have Drained Battery ......3008bbf10001 

Have Wires... „3008bbf30001 

Have Video Tape B...3008bbf50001 

Have Video Tape A.. 3008bbf40001 

Have Green Key Card____ 3008bbea0001 

Haite Fixer Head Key.. 

Have Fixer Chip ^^***m*m **w*^*^^» +4'V 

Have Yellow Key Card......... 

Have MifTor....... 3008bbe50C01 

Have Pearl. 3008bbe40001 

Have Mirror Segment... 3008bbe20001 

Have Bandage. 3008bbe30001 

ii^i vtf-fea aiBaravlia-aaavA-AAMri Bvltia-P-a aa ia 

Have DMA Disk,... 

Have Blasting Caps.....SOOSbbdeOOOl 

Disk.........SOOSbbdfOOOl 




-L Ull! 








Infinite Shotgun Ammo ..:..8d08bft)eD3e2 

Never Reload Shotgun.^.,... 

Infinite Lto Ammo.........................................„8()08bf0a03e7 

Never Reload Ua,,.... 

Infinite Assult Rifie Ammo ...8008bf0c03e7 

Neva' Reload Assult Rifle......8008be540063 

Infinite 90 Pistol Ammo..........._8008bf0803e7 

Never Reload .90 Pistol Ammo 


Infinite 6L150 Ammo.. 

Never Relocki dl 150... 
Infinite Shotgun Ammo 
Ney^lieload Shotgun. 
InfinilsAssait Rifle Ammo.,., 






.....8008bel203e7 
..8008bd8c0063 




4-#-r44 li #■* #-1 #■* 1 




..........8008be0c03e7 


Never Reibad Assult Rifle.........„...........8008bd540063 

Ifever Reload Shot Pistol...........„.........,........8008bd4c0031 

8008bd4e0031 


■ W-'' 

i-.. . i. 
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STRATEGY 


0° 

O O 

°o°o 

°0 


D95 

SELECT 


BIG HEAD 

Enlarge Spyro's skull by entering 
tCDtOltOl ®©©® 

GAME CREDITS 

See the credits by entering 

^->^-X-->@©@©®© 

Note: You will have to restart your current 
level once the credits are over. 

BUCK SPYRO 

Make Spyro black by entering 

't' ^ 4*' ^ (§) Qo CD III IB T' ^ 4^ ^ 

t4. 

BUIE SPYRO 

Make Spyro blue by entering 

t^4'->t®EBCBIDIBt->4'<- 

t® 

GREEN SPYRO 

Make Spyro green by entering 

^4-4^-^1'®liDCBIDIBt'->4^<- 

t® 

PINK SPYRO 

Make Spyro pink by entering 

1^^4^-^1'®QjcBaiG0t'-»4'^ 

't® 

RED SPYRO 

Make Spyro red by entering 





IB 4^4“ t'@ 


YELLOW SPYRO 


Make Spyro yellow by entering 


Psycho Mk III.Finish on hard 

V Gundam.Rnish with all Suits on 

hard 

Zeue Ziel..Finish on normal 


RAZOR FREESTYLE SCOOTER 

nOTO RACER WORLD TOUR 

UNLOCK EVERYTHING 

SLOWER Al Pause and press 4- ^ ^ {x2) 

While at the main menu, enter: 

PUY AS DARRYL 

If entered correctly, you'll hear a sound and Complete the game with all 20 wheels 
see the screen wil I flash. 


RAYCRiSIS 


WINBACK: COVERT OPS 



UNLOCK SUDDEN DEATH MODE 

At the main screen, enter the following: 

0D(iBa9liB©®©®0D+K; 


GUNDAn 


■jP' 












HIDDEN FIGHTERS 


R-GRATI AND R-GRAT2SHIPS 

f Complete original mode,without continuing, 
{ with any ship to unlock these ships 

I ART GALLERY 

5 Complete Special mode with any four ships 
I (one of which must be an R“Gray ship). Each 

; time you complete the game, three new sets 

? 

^ of artwork will appear in art gallery 


Dp,]] 

.Finish with every 

character 

Big Zam. 

.Finish on easy 

Gundam. 

.Finish with al! Suits on 

normal or hard 

Hydra G. 

..Finish on hard without 

losing. 



i ALL ITEMS RI^EARCHED 

? Press (5<8)inthepark.A 

5 sound wil! confirm that code worked. 


WCW MCKSE^ 

INDESTRUCTIBLE WEAPONS 

While at the main menu, enter: 

mCBCIDCB®® or OICDfDlID©© 

INFINITE STAMINA 

At main menu, enter: CD Qi ® fiD fH 0 

NEW WRESTLER SOUNDS 

While at the main menu, enter: 

CD09 com®® 

TINY WRESTLERS 

While at the main menu, enter: 

CDCDOIOD®© 

BIG WOMAN WRESTLERS 

While at the main menu, enter: 

CDfiD®®a9fD 



US DREAM TEAM 

To get the Dream Team, select the "Single 
Game” option from the main menu. Press 
six times at the team selection 
screen. Then an announcer will say 'Triple 
Play BaseballJ' which confirms that the 
entry was correct Alternately, 01+09 and 
press (x3) ®. 



1D96EB80^56E7AS 

iP96F5i^^ 

.ID9498^1456l7A6 

1D94A()E(|i456E7AG 

lD94ADto|||E7i^ 

1D94B77bl45it7A6 

1D94BEA0i456E7A6 


Unlock All Tracks-Forwafd 
Unlock All Tracks-Reverse 
Mirforred FWD & REV....... 


3008bde9CX)01 

3008bde80001 

3008bclea0001 

3O08bdebOOQ1 


Have Peach............. 

Have Phoenix Amulet.. 

Have Genetic Marker. 

Have Diesel Fuel.. 

Have Dyn^ite...... 

Have Archeology . 

Have Machine .. 

Have Elevator Lock Key... 
Have ArKiait Gold Crank 
Have Ancient Red Crank- 

Have Combined Mirror. 

Have Mirror Segnient. 


Ail Donination Levels 


3008bcied0001 

3008bdec0001 

3008bdee0001 

3CI08bdef0001 

3008bdfl0001 

3008bdf00001 

3008bdf3000r 

3008bdf20001 


.EC8799381456E60A 
1D9698G01456E7A6 | 

T D96A5601456E7A6 I 
;T096AF(P456E7A6 I 
^^96B68QI456E7A6 I TIME :^UTTERS 
TOMe0201456E7A6 Must Be Oil .......... . .... .... 

1D96CBC01456E7A6 Invincible_. 

^|5D98i355EGA6 ■ Invisible-__...... 

^®i^13l^t6A6 Infinite / low Time. 

^l5|)Ml355E6^6 All Cheats AvaBaWe... 

|a|5DA4l35S6l6i.*SiPress L3 for More Time 
T£TS5DA^355E,6A6S^T.ess time reinalning 

in Challenges ., 


■liist Be Gsi . 

Al! Assault Levels 


EGB7842pi456E79B 

1CAPA66814S6E7A6 

1CADA66C14516E7X6 

1CAbA8901456E766 


Alt Charadiers 






8004701a00c8 

80047a160000 

8003GBDCffff I 

3003cc07qb&f^ 

3003cc06bQ07^ 

3003cc050007; 

3003cg040007: 

3003cc030007 

3003cc020007 

3003CC010007 

3003CC000007 

3003cbff0007 

3003cbfe0007 

3003cbfd0007 

3003cbfc0007 

3003cbfb0007 

3003cbfa0007 

3003cbf90007 

3003cbf80007 


Al^ys Score 200 Stunt Driver 




AilTable Top.fialloons 












Aston Martin V8., 
'-Astort Martin DB7 
AiL^^lLbtos Esprft... 




Jk-.rKj to 






















All H^tS^Dbdge Viper GTS 


jAll l^ts -TVR Griffith.. 

All Heats “Shelby Cobra... 

Aji Heats Tcwota Supra.. 

Stteate “Ford Focus. 

All Heats -Jaguar XKR.. . 

:AII Fteats -Ford Mustang Cobra. 

All tteats -Audi TT.... 

Alj Heats -Alfa ftomero. 

All Heats -BMW 3251. 

;All Heats -Lptus Elise. 

Ait Heats -Ford Ranger. 

All Heats -Ford Explorer. 

Al Mc^es & Slideshows Unlocked 
Secrets Unlocked. 




Mdre time remaining 




0CA896261456B01QI 
1CA[3A89Dt456E7A| 
0C2FDB2O1426E7§F 
4C2FDB201456692e- 
4C21EE4E1456FP25i! 
4C21968E1456Fi9&| 
4G21944E1456F025 ' 
0C2FDB2O1426E79F 
1C2FDB2(n44F25CG 




E^ Win - Challenge 1-C 


fp9382Q01456E7A6 

ld93^0]456E7A6 


Ea^ Win - Challenge 2-C 
Easy Win - Challenge 6-B 
Easy Win - Challenge 9-6 
Easy Win - Challenge 9-C 


)093C8C0I4S6E7A6 




TD93E7A0t456E7A6 


ST)9304F0I456E7A6 

JD9316A01456E7A6 

Tb96DEEOI456E7A8 


ATV: OFFROAD FURY 


EC898e6a456E60A 

3CD901A41456E77B 


Pno Career Race Points 


8003CBF2fffF 
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AND THE 
WINNER 15 


AARON PHELPS of Chico, CA is 
the winner in our January Caption 
Contest You can check out his 
winning caption below. Aaron, your 
PSM Prize Pack is on the way! 




Audit Bureau 
of Circulations 

Member 








A WRITE THIS CAPTION! 

Jot down a funny caption for the game screen up above, and if we like 
yours the best, we'll send you a PSM Prize Package filled with PlayStation 
games and goodies! Send your entry to PSM Caption #45, c/o Imagine 
Media, Brisbane, CA 94005 (or at psm@imagmemedia.com, with "PSM 
Caption #45" in the subject header). Be sure to include your phone 
number so we can contact you if you win. Good luck! 








ilren't the ^ ^ 








nm|*the law in Need Speed III: Hot 
Pursuit and refining their driving skills 
The big news in fighting ^ines was that wrth 6pn Turismo. The spring air was 
TekkiiiL 3 was headejd ljtoie to the re^^ntwith burning rubber,. 


^ :<<v 




iiaV; 


geaCHJg up to KICK putt! tl^l^pay: riimorSM«idi,^verai oi me 

TeCmp had just broughtlf|e arcade hit, bi^^ games of all tirrie, like Tomb 

Dead Or Alive, to the PlayStation as well. Raider and Resident Evil, were destined 

If you liked to fight, it was a glorious time! to be turned into big screen features! 
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issue's over, but another 
is alreadv on the wav 


SEE THE GAMES OF E3 


The annual Electronics Entertainment Expo (E3) is approaching fast, but if 
you're like us, you can't wait to see the cool new PS2 games that will be 
unveiled there. Well, now you won't have to wait, because all of the top 
companies are giving us an early peek at their new titles! Check back next 
issue for a look at the games that everyone will be talking about! 


SPECIAL REPORT: TOKYO GAME SHOW 


We've sent Tokoya to Japan with a pocket full of yen and as much film as 
he can carry — let the craziness ensue. He'll report on all of the big new 
PS2 titles, plus he's sure to take photos of scantily-clad Japanese girls. 


Media with passion 


Imagine Media, Inc., 150 North Hill Dr., 
Brisbane, CA 94005 

(415) 468-4684 www.imaginemedia.com 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 


CEO Chris Anderson 
President Nancy W. O'Neill 
Vice Prerident/CFO Tom Valentino 
Vke President/IIR Steve Leibman 


A Volt realized his edible beef-flavored 
underwear was a bad wardrobe choice! 


Genoal Counsel Charles Scbug 
VP/Ecfitorial Director MattFimie 


IMAGINE E NTERTA INMENT DIVISION: 

Pieadent Jonathan Simpson-Bint 
p PiMshiig Diector Simon Whitcionibe 
Marketing Director J.C. Standish 
Advertising Diredor Andy Swanson 

(PSM, PC Gamer, Next Generation) 


The Future Network serves the information needs of 
groups of poiple who share a passion. We aim to satisfy 
their passion creating magazines and webates that 
offer superb value tor money, trustworthy nitormation, 
multiple ways to save time and money, and are a pleasure 
to read or visit Thk simple strategy has helped create one 
of the lasiest-grovring media companies in the world: we 
publish more than 100 magazines, 20 magazine websites 
and a number of web networls from offices in five 
countries. The company also licenses 42 magazines in 30 
countries.The Rrture Network is a public company quoted 
on tlK London Stock Exchange (syntool: FNET). 

Media with Passion 

Bath, London, Milan, Munich, New York, 

Baris, San Francisco 
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l^ffQljl 


mafjimtJth homer; 


^cTJi 




t^lSf■'* 


$^een shots were takei^fifhtrt-the 
|'i]3ySt{itjone2 console ■ 

Misfons of the game. 5^®®^ 


fcervefiM 




EVERYONE 




All Rights Ri^W^ 
























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































.■JfjKj 


p4w,- 


OfficiaKJBlayStation Magazine (Feb* 20pl ) 


...the best baseball game on 

Official PlayStatibn Magazine (Apr. SOOI) 


seoueiTO: 

'This y€ar’5 best baseball video game 

— Sports illustrated (D^c. SOOO^ 


H ^ftiesP ‘" >’^f§ 
^\irriotlon* 


Aujarded Top 10 Games of All Time and 
Sports Game of the Year tiuo years running 

- CGW 




ReAL PITCHING 


h A U P i4 U U c 


RGAL HITTING 




REAL FI WING & RUNNING 




REAL PHYSICS 


Q; Houj real is High Heat Major 
LeaguE BasEballP 

A: Last year, lue found out All-Star 
Vladimir GuErrero.mas actually 
using it as a training tool to 
scout opposing MLB™ pitchers. 
This year, qje put him on the box. 






iiiiiiuj.highheat.com 
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